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Role-Playing after Death in D&D 


+33p & S.A.E. 


12 BIG PAGES FEATURING 


ILLUSTRATION OFTHECITADEL g@ THEABSOLUTEBEGINNERSGUIDE @ THECOMPENDIUM COMPETITION 


RANGE OF MINIATURE FIGURES TO ASSEMBLING MODELS AND MORE 
THE PAINT BRUSHAS AN THE SHRINE OF RIGG ELDRITCH EPISTLES 
OFFENSIVE WEAPON 13) A SPECIAL WARHAMMER © LETTERS FROM THE CITADEL 
PAINTING CITADEL MODELS SCENARIO MAILBAG 


CITADEL MINIATURES, CHEWTON ST., HILLTOP, EASTWOOD, NOTTS. TEL: (0773) 769522. 


GAMES WORKSHOP (éed 0% 


GAMES WORKSHOP CATALOGUE “THE BLACK SUN” 
A complete 52 page illustrated guide containing over 600 games, play-aids and Send us your name and address and upto 6 first or second class stamps; we will 


oxed figure sets. Only 50p plus 20p p&p. send you free copies of the Newsletter until the stam t 
DON'T FORGET! SUBSCRIPTIONS STILL ONLY/£10 PER YEAR FREE TO WHITE DWARF SUBSCRIBERS! 


Middle Earth and Roleplaying Boxed 
Middle Earth Roleplaying 

Bree & the Barrow Downs 

Dagorlad 

Shelobs Lair 


SUPPLEMENTS 
Klingons 
Trader Captains and Merchant Princes 


Middle Earth Guide & Map 
Angmar 


ADVENTURES 

Denial of Destiny 
Demand of Honour 
The Orion Rise 

Margin of Profit 

The Vanished 

Witness for the Defence 


Northern Mirkwood 
Southern Mirkwood 
Isengard 
Rolemaster 
Arms/Claw Law 
Spell Law 
Character Law 
Campaign Law 


Star Trek II| Ship Combat 
Star Trek ||! Source Book 
In Search of Spock 
Struggle for the Throne 
Star Trek Duels | 

Star Trek Duels !1 
Enterprise Ship Plans 
Klingon Ship Plans 


GW’s FANTASY RPG ACCESSORIES 


Cloudlords of Tanara 
Shade of the Sinking Plain 


Companion Set 
Indiana Jones . ¢ 
Gamma World Character Sheets 


Dragonlance Calender 


B Solo 
PUNGEON RIDOMRIANS esrenerecp eee tile et bos! > ooo scene £2.99 CMI (Companion Module) 
Dungeon FICO Pans) 2c tee, onesie www wel0 8 9 9» fee £2.99 UK4 


Dungeon FloorPlans Sie. = woos eee snbtets Guo) oe te £2.99 
Dungeon Floor Plans4 .. 1... we we ee ew ew £2.99 
DUNGEON PLANNER 1 * NEW FROM THE USA * 

Caverns:of the Dead’. 5 5. Sac site worst eWay. » lenses wrens £4.95 = 

DUNGEON PLANNER 2 Queens Park Affair (for Cons- sium). 

Nightmare’in Blackmarsh ... 02. 20 0 6 6 certs tens i sulting Detective) Boots & Saddles (GDW) 


Angry Wizard (Mayfair)forD&D Southern Front (GDW) 
Dungeon Mapping Sheets .........-+0+2+e00- : Fantastic Treasures (Mayfair) Things (Pacesetter-for Chill) 
DUNGEON EX: SHECLS oct cis pos asco olleselcSeuei nob ubuse A for D&D : 2 Castle Dracula (screen mod- 
Car Wars Vehicle Guide (Steve le for Chill) 
Jackson) 3 Missing Pt 109 (screen & mod- 
PLUS FULL RANGE OF RPGs, BOARD GAMES, The Last Starfighter (FASA) — ule for Timemaster) 
WARGAMES AND MAGAZINES Ringworld Companion (Chao- Phone for prices and details. 
Send your orders to: Games Workshop Mail Order, Telephone orders using credit cards, or enquiries, phone 
27/29 Sunbeam Road, London NW10 6JP 01-965 3713 Mon-Fri 9.30am-5.00pm. 
Please make all cheques/POs payable to Orders under £6.00 add 60p post and packing. 
Games Workshop Ltd. NO CASH PLEASE! Europe: add 33% carriage/other overseas: add 55% carriage 


3 Please mention White Dwarf when replying to advertisements 


THE ROLE-PLAYING GAMES MONTHLY 


SUBSCRIPTION — ONE YEAR/TWELVE ISSUES: 
UK & Ireland £10.00 
Europe (airmail) £20.00 .... 
Other Overseas (surface mail) £20.00 . 
Other Overseas (airmail) £30.00 


IMPORTANT: Are you renewing a SUDSCTIPtiON? ........ccceeeeeseeeseeneteee [ 
If renewing, please state subscription number, 

name and address. 3 
Are you Changing Address? .........ssssesseeseresceseesseesssessnsessnsenscsssesnsesnsneen® O 
If changing address, please state subscription number, old address and 
new address. 

US Subscribers please contact GAMES WORKSHOP US, 9110F Red 
Branch Roaa, Columbia, MD 21045. 


BINDERS 
Available again soon! Each binder has a red “leather-look” finish, 
“White Dwarf” embossed on the spine, and holds 12 issues. 
UK-—£4.50 each including p&p. Please send 
Europe-£5.00 each including p&p. Please send is 
Other Overseas— £6.00 each including p&p. Please send 


BACK ISSUES 

36, 48, 49, 53, 54, 55, 56 and 57 available. Issues before 53 - 75p each, 
53 onwards - 85p each. Orders under £6 add 60p, over £6 - free p&p. 
White Dwarf T-Shirts —in blue with white and silver logo £4.95 + 75p p&p. 


Please make your cheques/POs payable to (no cash accepted) Games 
Workshop Ltd., and send them to MAIL ORDER, GAMES WORKSHOP LTD., 
27/29 SUNBEAM ROAD, LONDON NW10 6JP. 

ALL PAYMENTS IN BRITISH CURRENCY PLEASE | 
VISA (Barclaycard), ACCESS, AMERICAN EXPRESS and DINERS CLUB 
card holders can subscribe by telephone on 01-965 3713. | 
PLEASE PRINT CLEARLY IN BLOCK CAPITALS 


HOURS: 
Mon-Sat 9.30am-6.00pm 
Wed: 9.30am-5.00pm 


THE MODEL SHOP 
190-194 Station Road, 
Harrow, Middlesex. 


OUTBOUND 


A NEW SCIENCE FICTION PLAY-BY-MAIL GAME 


The old empire disintegrated back in the depths of time. Splinter cultures 
have since re-emerged to the point of star travel. These overcrowded worlds 
with their newly regained technology and depleted resources dream of voy- 
aging into space, of empires to be forged, and of the wealth of younger 
worlds which could revitalise their culture. 


As monarch of your world, you must decide to take the OUTBOUND route. 


Don't be tied down to limited, multiple choice turn options. This game is fast 
moving, has fast returns, and is refereed with a personal touch - computers 
are used only for data files and combat resolution. A basic game construct is 
used to start all games, but the progress of each game is determined by 
player input in the form of research into many fields including: Weapon Sys- 
tems, Colonisation, Technological Advances, and much more. the only 
limits are your ingenuity and the resources available on your planet. 


Special Club Campaigns: Send details of club contact and meeting dates for 
information on club discounts & campaigns worked around your meetings. 


RULEBOOK + FIRST TURN - £2; Subsequent Turns - £1.50 (no hidden extras!) 
Cheques made payable to Outbound Games 
OUTBOUND GAMES, 2 PARK WALK, FAREHAM, HANTS PO15 6NQ 


THE 


GAMES SHOP 
We now stock 
IRREGULAR MINIATURES SIEGE 
EQUIPMENT * INTEGRAL TERRAIN 
PLATOON 20 FIGURES 
GALLIA 25mm BUILDINGS 
as well as 
Dungeons & Dragons * Traveller and most 
RPGs and supplements * War Games 
Science Fiction Games * Citadel Figures 
‘Torchlight Fantasy Products * Rule Books 
Davco Microtanks * S.E.W.A.R.S. 
Avalon Hill Games * Asgard Miniatures 
818 LONDON ROAD, LEIGH-ON-SEA 
Tel: SOUTHEND 73308 
Open 9.30-1.30 and 2.30-5.30. Closed Mondays 


MAIL ORDER SERVICE 
10% UK 
40% Overseas 


01-863 9788 


AHKETON Np 
NEN a Vey, 
25mm MEDIEVAL CASTLE SYSTEM 


Med 4: Large steps 

* All Medieval items are ina massive irregular 

stock block pattern. Watch this Autumn for 

The Towers and two storey main gate Tower 

w/interior. . 
caw 


4 = 


ee 
25mm FANTASY STRUCTURE SERIES 


FAS 10 Dwarven Tower w/interior . £4.95 


f 
WE STOCK: AVALON HILL, TSR, GDW, / 


FGU, VICTORY GAMES, DENIZEN, 
AHKETON, GAS, CITADEL/CHRONICLE 
STANDARD GAMES, GAMES WORKSHOP, 
GRENADIER, SKYTREX, LCE, TASK 
FORCE GAMES, JUDGES GUILD, 
YAQUINTO, JACKLEX, ctc. 


NEW LONDON STOCKIST ! 


T5 Insectoid warrior w/standard ... 45p 
16 Insectoid warrior officer 
CT7 Insectoid baggage cart pulled 


THE HOBBY CENTRE 
UNIT 10 HOXTON SHOPPING WALK 
HOXTON STREET, LONDON N1 
(only a few minutes walk from 
Old Street Station) 


by two KRAK 


Please mention White Dwarf when replying to advertisements 


Lto R: FAS 10, MED 3— 7 


25mm CONTINENT OF THRAPSUS 


CY la Insectoid warrior w/pike levelled 40p 
b Insectoid warrior w/pike at 45° . 40p 
c¢ Insectoid warrior w/pike upright. 40p 

CT 2 Insectoid warrior w/sik & shield . 40p 
CT 3 Insectoid warrior firing bow. . . . 40p 
OF ABOVE RANGES CT 4 Insectoid warrior holding bow 
Cc 
Cc 


CT8 KRAK (large beetle) 
CT9 Piran (large carnivore fish)... . 


0 Drune (large 6 legged beetle) 
1 Baggage drune 
2 Insectoid warrior W/mace 
3 Insectoid King 
“14 Quarz (large flying insect) ... £ 
CT 15 Quarz w/DROMA-AKT rider 
CT16 DROMA-AKT firing bow 
CT17a DROMA-AKT w/pike 
levelled 
b DROMA-AKT w/pike 
at 45° 40p (AUG.) 
c DROMA-AKT w/pike upright . . 40p 
CT 18 Gigantic war beetle w/ 
four DROMA-AKT riders £3.50( AUG) 
CT 19 Battering Ram w/6 
DROMA-AKT crew. . 


‘1 
ral 
‘1 


£4.25 (AUG) 
CT20 DROMA-AKT wijavelins . 40p (AUG) 
CT30 Saurian w/sword & shield 40p (AUG 
CT31 Saurian w/mace & shield . 40p (AUG) 
CT50 Giant African lion. . . £1.75 (AUG) 
CT51 Giant African lion w/ 

armoured rider w/lance £2.25(AUG) 
CT52 Gigantic land crab. . . . £2.00(SEPT) 
CYT53 Gigantic spider . . £2.00(SEPT) 


* The DROMA-AKT are the most 
numerous part of the Insectoid nation 
and are six foot in comparison to the 
nine foot of the Insectoids. The Saurians 
40p ; 5 
are the lizard troops of the Saurian 
Empire. 


* Send SAE for free lists of entire 
range of products and free updated 
history of Continent of Thrapsus. 


FOR WAR, FANTASY 
AND 
SCIENCE-FICTION GAMING 


Games 


MAIL ORDER TRADE 
50-54 Manchester St., Unit 20, Merrion Centre, 63 Allerton Rd., 85-87 Victoria St., 89 Victoria St., 
Liverpool L1 6ER. Leeds 2. Liverpool L18 Liverpool L1 6DG. Liverpool L1 6DG 


Tel: 051 236 2605 Tel: 0532 456376 Tel: 051 722 9022 Tel: 051 227 1505 Tel: 051 236 2605 


From Grenadier Models 


the MASTERPIECE EDITIONS™ range 


ROLE-PLAYING GAMES by FGU 


VILLAINS & VIGILANTES 2nd Edition — Boxed set 


CHIVALRY & SORCERY Second Edition 


Chivairy & Sorcery: 3 volume boxed set £14.55 2nd Edition rulebook only .. 
C&S Sourcebook: revised edition £5.85 Crisis at Crusader Citadel — intro adventure . 
C&S Sourcebook 2: supplementary material £4.75 Death Duel with the Destroyers — V & V adventure . 
Swords & Sorcerers: revised edition £4.35 Island of Dr. Apocalypse — V & V Adventure 
AFTERMATH- post holocaust rpg. boxed £16.95 FORCE-V&Vadventure . 5 
Into the Ruins; Aftermath scenario book £3.95 Cpponens Unlimited V & V NPC's and their 
Operation Morpheus: Aftermath scenario book £5.85 4 tale ay cppirpessbvencetes 
Sydney: The Wilderness Campaign ditto £4.95 LD WEST western role ‘playing 
DAREDEVILS ~ rpg set in the 1930's Boxed set rules, maps, Charts @tC 0.0.0.0... 
Boxed set rulebook, scenarios, ref’s screen £10.95 Trouble on Windows Peak. Wild West scenario pack .. 
Daredevils Adventures: three complete scenarios £3.65 BUSHIDO Detailed rpg set in the Land of Nippon 
Daredevils Adventures 2: more scenarios £3.65 Boxed set, rule books, maps, charts, tables etc ..... 
Daredevils Adventures 3: and a few more £3.65 Valley of the Mists Bushido Scenario pack ..........-..+ssssss0e 
PRIVATEERS & GENTLEMEN — naval rpg 1755-1820 OTHER SUNS — Challenging sf rpg 
Boxed Set, rules, charts, etc £12.50 Boxed set: 2 rulebooks refs screen and charts ............... 
King Over the Water: P&G scenario pack £4.35 |= MERC modern mercenary rpg, skirmish wargame 
Decision at Djerba: P&G scenario pack £3.65 Boxed set, rules, plastic overlay, charts etc .. 

£4.35 Merc supplement; more rules & skills 


BUNNIES & BURROWS -— rabbit role playing 
GRENADIER MODELS 


There's a lot that’s new from Grenadier! 

NEW RANGES — 

MASTERPIECE EDITIONS Two beautiful skeleton models. A War Mammoth 
complete with crew and howdah and a Death Dragon with rider. Sculpting and 


NEW FROM FGU 


PSI World: This a rpg which has psychics as its central 
characters. The game can be slanted in favour of the 
psychics, depicting them as the ultimate in sentient 
development or it can be biased against them, in which case 
they appear as a race of disgusting aberrations. C&S 


detail are superb, £7.95 each, boxed Adventure Pack; The Dragonlord: The long awaited C&S War Mammoth of the Undead Legion 
CHAMPIONS se) alive your Super Hero gaming with these two boxes of | Supplement. providing ready made adventures in this complete with howdah and 3 crew. Quite simply a 25mm 
miniature marvels. There is a box of Villains and one of Heroes. Also suitable for | !antastic medieval world MASTERPIECE .......ssssssesovessvessnnessnnes ASS boxed £7.95 
SF games. £7.95. 
DRAGONLORDS Vampires, mummies, ghouls, TSR UK Ltd. AVALON HILL fantasy/: 
werewolves and other traditional creepies lurk CALL OF CUTH ULH U D & D Basic Set rules, dice. £9.50 Alpha Omega plore ale aleed £11.95 
within the box of Folklore Creatures of the The official range of 25mm figures from Grenadier 0 & D Expert Set, rules dice, adv £9.50 Dragon Hunt «css, £13.45 
Night. Not only suitable for fantasy games but Models 0&D Expert nies only ... £3-95 Dune ......... £13.45 
also Cthulhu, Daredevils and Superhero games. 1, Adventurers 2. Creatures £7.95 per box. n bab Ouen eet so Freedom in the Geleny £16.95 
£5.50. There are also 4 new dragons in this range 4 VOTED AD&D Players Handbook £9.95 Magic Realm tg £13.45 
Bes White; Red; Brass — individually boxed AD&D Monster Manual £9.95 Starship preopers £13.45 
5.50 each AD&DM Manual 2 £9.95 TREN Ssivestecores 
FANTASY LORDS Here's a set to weed out the BEST FANTASY/SF FIGURES AD&D Dettes + Demigods £9.95 Wizard! 's Quest Sane 
: AD&D Fiend Folio £9.95 
rescsnany pany gemensyasaseectonol'0 | | at 1984 ORIGINS in DALLAS 4 | 234 Soman saver Bae | Mans ae 
TRAVELLER sete are some odd looking = ADE D Paver Chane Pots eae Cireus Maximus . £8.95 
sentients in Alien Mercenaries but let us AD&D NPC Character Record sheets £3.95 aclator £8.95 
entertain no racial prejudice. Just because a STANDARD GAMES & PUBLICATIONS AD&DOMs pbventie Log £3.95 idl with the sing. £10. ae 
i U Rogues Gallery NPC stats £3.95 WIG seepaveeseabowns & 
chap gs octicps a lover m teat Weselled Following on from Cry Havoc and Siege comes Samurai World of Greyhawk = revised boxed edition £9.50 Dragon Pass .. £13.45 
sn, Sno reason to mock hi x of extra Blades. A magnificent game of man to man warfare in AC1 ~ Shady Dragon Inn (D&D) £3.95 Gunslinger ... £16.95 
terrestials £7.95 feudal Japan and featuring: NINJA; ASSASSINS: NIGHT AC2(D & D Combat Shield) £4.50 Machiavelli £11.95 
ADVENTURE MODULES - A new enterprise FIGHTING & HARI KARI in addition to the standard MODULES - BASIC D&D Lords of Creation i ‘ 
from Grenadier. Top class adventures for popular | STANDARD qualities such as breathtaking maps B1; B2; B3; B4: BS; BE each£4.50 | jpsa ear £10.45 
ames. The Horrible Secret of Monhegan beautiful counters and informative historical background M1. (solo module) each £4.50 ae - a4 £7.95 
sland is a Cthulhu scenario packed with | Samurai Blades £9.95 ULES SERPEny pe oe enna oreo owers 6. Peris £19.95 
atmosphere and menace. Cloudland is suitable Cry Havoc — medieval skirmish game £9.95 Te DO RU AG 8 Mies : hs each £4. 
for fantasy systems like AD&D, whilst Raid on City of Sorcerers — fantasy boardgame £9.95 cas Ds Obes Expert Mini-Module £3.95 OBER CLASS FOOTBALL - the Soccer Game 
Rajallapor is a hairy chested, modern mercenary Starship Captain — SF boardgame £12.95 $2 £3.50 I ROOR ate Coral SRUEDWE hioial Word Clese 
caper. Finally, there is Disappearence on The Village — extra map for Cry Havoc £2.45 At: A2: A3; Aa: C1, C2: 01-2: D3 each £4.50 | Football is a statistics wet game allowing BDhEE 
Aramat, a compelling Traveller adventure. All at The Crossroads — as above £2.45 EX1; EX2; G1-3:19;,12; 13: 14 each£4.50 | between top British teams. 1st team squads are pro- 
The Forest — new map for Cry Havoc £2.45 L1;L2;N1;Q1;S1; 71; UK1; UK2; UK3 each £4.50 P a PI 
£4.95 each ded, witt \ f h pl Sel 
Dungeon Accessories: box 1 £2.95 | U1:U2;U3; WG4; DLI each £4.50 | vided, with detailed cards for each player. Select a 
 NIREISIBEDEIBEL Dungeon Accessories: box 2 £2.95 §3.S4 each £5.50 team, take each match as it comes and |m sure you'll 
NICE DICE PRICE! LY 15:16 each £4.95 agree that, at the end of the day, WCF has got the work 
Felt hex — cloth playing surface; blue, sand h 
Standard polyset 6 dice £1.20 or green. All with printed hex grid £12.95 Dragon Magazine £2.50 rate, the tight skills and the commitment to win every- 
Orwith inked numerals £1.30 one Plastic Hex Sheet a £1:80 Gamma World: NEW edition £9.50 thing in sight. Boxed with 4 top teams £11.00 
Deluxe polyset with inked numerals 95p pea geteh hPa the lla : G W Modules: GW1; GW2; GW3; GW4 each £3.95 | DeLuxe Boxed Set (12 teams £19,95 
Fireball poly i £1.50 Siege — NEW compathiey id Gry Paver t3 G W Mini Module & Referee’s Screen £3.95 
. junde-rin’ Guns — est excitemen ‘ Boot Hill £9.50 
Shit in alae Etge | Speed & Steel ~ Blitzkreig boardgame £9.00 | BH Modvies. Gi1.GH2:6H3:6H4 HS each £3.95 iene b Spies & Private Eyes £5.50 
C 5 BH Mini Module & Referees Screen £3.95 J ¢ 
Or with inked erals £2.25 ecret tincludi Jade Jaguar — MSPE adventure £3.95 
Five assorted colour D6 40p TUNNELS & TROLLS T$Modues TS2, 153,138,185 each £395 | Stormhaven — MSPE adventure pack 6,95 
30 sided dice 70p FANTASY GAMES SYSTEM TS Mini Module & Releree’s Screen £3.95 | MSPE ADVENTURES ARE ALSO SUITABLE FOR 
30 sided dice inked 80p | Rulebook (2nd edition) £3.95 Agent Dossiers (TS Character Sheets) €3.95 | HERO GAMES’ ESPIONAGE AND VICE VERSA 
Nickel/Copper Plated D30 £1.00 Tunnels & Trolls, Boxed Set £6.95 Gangbusters £9.50 
Nickel/Copper Plated other sizes 50p now available, a new Solo Adventure, Beyond The Vale GB Modules : GB1; GB2; GB3; GB4; GBS .... each £3.95 >. @.0.0.0.0.0.0.0.4 * * 
{ Tears £3. n't forget. we still h: he full range of Starfrontiers (inc. Module 0) £9.50 
Average Dice (pair) 35p of Tears £3.50 Don't forg é still have the full range o 
Tay Solo ‘Punosons and pivennices Reteree's Pals ede Phobia doce pick EoD MAIL ORDER SERVICE 
ARMORY ACRYLIC PAINTS avaible ures: Accessones etc. Lists | § & Mini Module & Relerees Screen £3.95 HERES WARTIWEOFFER: 
A fine selection of over 60 different colours includin ng E Starfrontiers Character Record Sheets £3.95 " 
such esoteria as POMEGRANATE; BUBONI Fantasy Forest 4.95 AVERY FAST TURN ROUND 
BLUE: PALOMINO & NIPPLE PINK! More normal LOST WORLDS -~ game books Endless Quest Books each 95p * POST PAID ON ORDERS OVER £6.00 
colours also available. The ingenious, illustrated. one-on-one. combat game Ares (S F/Fantasy mag + game) £3.95 * INFORMATIVE FREE NEWSLETTER 
75p per .75 oz jar. Pick any two titles and let battle commence * SPECIAL OFFERS 
Send SAE for full lists. * SKELETON * DWARF * GOBLIN * HUMAN * HILL ENDLESS GAMES * TELEPHONE ORDERS 
TROLL” WOMAN * BARBARIAN” ... each £1.99 Floor plans for 15 or 25mm gues BY CREDIT CARD 
BARCLAYCARD RRR ACA NALS i Dungeon Plans — Labyrinthin £3.99 
ARMADA ORIGINALS Dungeon Plans — Spacious £3.99 Details of how to order are given elsewhere on 
ee] In stock, the firsttwo titles in the GRAILQUEST series ot | Ave Plans - Tortuous £3.99 this page. Why not give us a try — you probably 
VISA Solo Fantasy Gamebooks. Excellent adventures that Cave Plans ~ Cavernous £3.95 deserve a pleasant surprise. 
can be played again and again 
Castle of Darkness ee £1.50 HERO GAMES bo. 0.0.0.0. 0.0 0 & @ @ 
AMERICAN EXPRESS The Den of Dragons £1.50 Champions — boxed super-hero rpg £12.75 
phen ions Il — supplementary material £6.95 TRADE ENQUIRIES 
WHY NOT ORDER BY TELEPHONE USING 2 Lede NPC opponents for Sue ceca ALL ITEMS ON THIS PAGE ARE 
, BARCLAYCARD, OR AMERICAN nemies || — more opposition t 
Sasa TH E B EST IN SF pene SD posimyers ernpONs A Ee pace etnies 
scape from Stronghold — Champions module.£4.: 
one trouble of sending a letter and from Espionage — spy role-playing game £10.95 
: FGU Border Crossing — Espionage adventure £3.95 TITAN BOOKS 
WE PREFER THIS METHOD. We can try to Deathstroke — Espionage adventure .. £4.50 Judge Dredd 1 * Judge Dredd 2 
answer any queries and you will also be sure you wecsin’ OPERA — complete, complex Cured Earth 1° Cuted Earth 2 
are getting exactly what you want and sooner compel ei . 
pomeny by panes post. OTHER UNS — a totally new system “pdb tape inagee ents ween s3 95 Sues Chit budoe Bhd 2 hedoe Child 3 
fe : Be ia B ERs value over £6.00 — free which does not encourage shoot-em-up De Luxe Game: rulebook; game aids £11.95 | Judge Death * Ro-busters 1 
p to £6. a Pp lay. Q Manual: equipment book £7.95 | ABC Warriors 1 * ABC Warriors 2 
OVERSEAS: Charged at cost. Pl llow f piay 
= + Oharged at cost. Flease allow tor Space Opera £14.55 Other Suns £11.75 Game Master Pack: reference aids £7.95 | Robo-Hunters 1 * Robo-Hunters 2 
this in your order. If in doubt write or phone. Adventure Module — Goldfinger £5.95 | all the above £3.50 each 
SCIENCE FICTION ROLE PLAYING Adventure Module — Oct ° ° 
OVERSEAS TRADE ORDERS WELCOME COMES OF AGE venture Module cDE Nore gees | Nemesis" Ro-busters 2 ° Nemesis the Warlock 
Adventure Module — Dr. NO, ......::ssessssssssees £6.95 | Judge Dredd 3: these 4 £3.95 each 
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“Have your dice lost their edge? NT wT 
\ RX. Have computer games lost their challenge? 


_ Thencome to ‘Killer Kastle’ and taste the spirit of real adventure. 
‘Act the role of a warrior, thief, priest or sorcerer and pit your skill and courage 
fy) against the monsters, tricks and traps of our live ‘dungeon’. 


When your character becomes experienced he can join one of the specialised 
‘classes and become a member of the warrior brotherhood, thieves guild, priests sect 
or circle of sorcerers. Once a year the class champions compete to decide the 
_ supreme champion. Are you good enough? 


’ 


p 
ot FACILITIES AVAILABLE 


J 5 en teinn a 
»Costumes, weapons, tournament arena, bar, carvery, games room and is within © 
;walking distance of a train station, bus station, taxi rank, multi-storey car park and ' ,¢ 
“town centre. (7) 


ee WHAT WILL ALL THIS COST? 

f4sMembership £15 per annum. 

- “Adventure £2 per hour. 

“Non-member Adventure £5 

Monsters (members only) Free. 9 : 
fs 


t 


To receive an application form send a stamped addressed envelope to:- 
‘Killer Kastle’, The Yarborough, Bethlehem Street, Grimsby. 
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Bound only by the 
imagination of its 

players, the game 

of fantasy, ambition 


diplomacy & conquest. 


You play a tribe on the world of Crane. . . a beautiful, intriguing 
planet of fertile plains and myriad seas. Proud cities and profound 
arts were devastated by the great plague; but now the tribes are 
uniting once more, joining the struggle for survival and mastery. 
Diplomatic and tactical skills are more vital than mere size and 
military strength as you experience the thrill of danger and the 
excitement of discovery. Play a WANDERING, MERCHANT, SEA or 
WAR tribe, in this exceptional and absorbing game experience. 


These are play-by-mail games: hundreds of players in 
the same game send in turns to Mitregames, while 
negotiating with each other as they wish. Payment is ——— 
according to tums played. The complete start-up . 4 As 
package for either THE TRIBES OF CRANE or 
STARMASTER is available in your local games 
shop, price £9.95, which includes the first wo 
turns of play. In case of difficulty, games may 
be ordered post free from Mitregames, at the 
address below, enclosing cheque/postal order 


for the games you require. 
Trade enquiries to: Games Workshop, 


U.S. enquiries to: Games W 


\6 

27/29 Sunbeam Road, London, NW10 6Py \\ 
orkshop, 
9110 F, Red Branch Road, Columbia, MD 21045, USA 


The ultimate Science 
Fiction Fantasy Game. 
Galactic exploration, 
negotiation & combat 
in the vast unknown. 


You play a people in a galaxy of unknown planets and star systems, 
set in the far future. You design your own species, choose your 
home planet type, ideology and political system. As the race 
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RuneQuest has pipped 
AD&D to win the Games Day 

Award for Best Role-Playing 
Game. But behind the scenes, 
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Unfortunately, traps are all 
too often used as an alterna- 
tive for encounters with living 
(or undead) beings, where 
they should be adding spice. 
Overuse of traps and overkill 
all but murder the campaign; 
dungeons become dull, 
repetitive, or simply lethal, as 
the DM slips in a quick pit, 
because the party has pulped 
his collection of carefully pre- 
pared ogres, by dint of a well- 
managed cave-in. This must 
not be allowed to happen; fan- 
tasy role-playing is certainly 
about fun, rather than realism, 
but the logic of those parts of 
the campaign (or single adven- 
ture) which border on our 
mundane, and non-magical 
world, lend credibility to the 
wierder aspects of the fantas- 
tic one. The ideal trap is sim- 
ple in operation, yet unex- 
pected. These are the most 
difficult to devise — or solve! 
The ideal trap should also 
have an uncomplicated dis- 
arming mechanism, or safe 
circumnavigatory path. While 
this may seem rather conven- 
ient for the party (even bear- 
ing in mind that the role of the 
dungeon is to entertain) it is 
based on sound common- 
sense; somebody/thing(s) 
must have placed the trap. 


WHY? 

This question need never be 
explained as far as the players 
are concerned (although that’s 
half the fun) but it must be 
absolutely clear in the DM's 
mind if heis to order his world 
convincingly. 


TYPES OF TRAP 
Traps are of two types; ‘offen- 


PIT 


Bead curtain-like 
chains to deter 
flying creatures 


Pivot 


Rat run 


sive’ and ‘defensive’. A defen- 
sive trap is designed to protect 
a specific area from intruders; 
usually a store of foodstuffs or 
valuables. An offensive trap is 
intended to capture specific 
targets, or kill specific prey 
(most meatis better kept fresh 
until needed, however). In the 
context of AD&D and RQ it is 
often the case that we lose 
sight of the original purpose 
of traps; to catch food. Why 
should a giant not supplement 
his diet of stringy mountain- 
goat with the odd adventurer? 
Why miss out on ‘shoulder of 
man’, ‘troll meuniere’ or more 
simple fare such.as ‘squelched 
hobbit’ when a few well-baited 
traps would secure the main 
ingredients, even when he is 
not athometo throttle the little 
things when they appear... 
The defensive trap is the 
more usual mechanism en- 
countered in the dungeon. 
Such atrap can be designed to 
deal with uninvited interlopers 
in a variety of ways; it can kill, 
incapacitate, or smear them 
all over the walls. The last 
category is only appropriate 
to an area where access is not 
a consideration, or where the 
owner is unlikely to visit the 
site for some time; a tomb 
provides a good example. 
Such traps have no real place 
in a dungeon. Not only do they 
fail to excite the players but, 
rather than curing hackitis, 
they make the party reluctant 
to come out of doors. When 
they do they are not sensibly 
cautious, as they should be, but 
paranoid—unable to seize the 
opportunity, even when it 
ambles up to them. Such killer 
traps have their place in one- 
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offs, like Tomb of Horrors, but 
in longer-term adventures 
where they kill off, almost 
arbitrarily, characters that 
have become ‘alive’ through 
weeks of play they should be 
used with caution. Getting 
characters to involve their 
players emotionally in their 
plight (or fortune) is the DM’s 
most difficult and rewarding 
task. A good deal of time is 
spent in AD&D, and in RQ, 
with rune-priest level Chaos- 
crunchers, trying to recapture 
the total identification with 
characters of the first few 
weeks of adventuring. This is 
not to say that characters 
should not die, but when they 
do it must be as an inevitable 
consequence of the player’s 
own imprudence or avarice, 
not a capricious die-roll. 

The good trap has credibil- 
ity; a mage, off looking for 
beholders’ eyes, will set a 
more potent trap than a third- 
level fighter either because he 
has more to protect or to 
spend, or because he has had 
more time to make a greater 
number of enemies. What the 
DM must'realize, and players 
might discover, is that not all 
traps will be intended to deter 
or destroy humanoid intruders. 
Even low-intelligence crea- 
tures of great strength will 
have to be excluded from the 
area protected by atrap, ora 
series of traps. The use of a 
trap suggests a lack of, or 
insufficient number of, intelli- 
gent guards or semi-intelligent, 
programmable guardians such 
as golems. Thus, a number of 
traps in sequence might be 
advisable to cover most 
contingencies. 


Pressure pad Arrow trap 


Traps have the major disad- 
vantage that once they have 
metaphorically ‘shot their 
bolt’ they are useless. Some 
traps reset themselves. The 
danger here is that someone/ 
thing may observe the trap in 
the act of repriming itself, and 
hence escape its effect. Thus, 
flights of traps should be com- 
mon; each with some form of 
disarming mechanism so that 
the owner and his friends (if 
any) can pass freely. Traps 
suffer from the drawback of all 
machines; the inability to dif- 
ferentiate between friend and 
foe. The major advantage of a 
trap lies in this very fact. The 
trapper, and any he may wish 
to be immune to his traps’ 
harmful effect, will know the 
safe way through, others will 
not. The major advantage of a 
trap over guards is that a trap 
can be neither charmed, nor 
bribed. 


SETTING TRAPS 

There are innumerable 
methods or devices which can 
be used in setting traps. Every 
DM will have his favourite. | 
would not presume to give an 
exhaustive list of permuta- 
tions of missiles, pits or 
blades because | could not 
possibly think of ‘all’ of them; 
but here are some points for 
the DM to consider when 
designing traps: 

1: Ask youself who set it, 
why it should be where it is, 
and howitis reactivated — if at 
all. If itis not reset remember 
that the party might find it 
already ‘tripped’ If, or when, 
they get there. 

2: Who or what is it 
designed to kill or incapaci- 


tate? Different creatures will 
require different baits, and dif- 
ferent methods of despatch. 

3: Ask who needs to pass 
the trap without triggering it, 
and what type of failsafe 
mechanism is required. No 
trap should be able to be cir- 
cumnavigated as a matter of 
course. The safe route should 
be sufficiently unusual to pre- 
vent accidental discovery. 

4: The neater the better. A 
trap should not leave too 
much ‘mince’, as this may 
arouse the suspicions of even 
the most unintelligent of 
dungeon-delvers, and lose the 
element of surprise. The good 
trap leaves no splinters of 
bone or ‘lumps of flesh’ to 
delineate its area of effect. A 
simple post-operative pit may 
solve this problem; safer is 
the employment of carnivor- 
ous scavengers to provide a 
waste disposal service. 

5: In certain circumstances 
it may often be better to cap- 
ture intelligent intruders 
rather than kill them 
immediately. They may be 
able to provide news and 
could certainly be persuaded 
to tell of any compromise of 
security. 

6: Some intelligent 
monsters would undoubtedly 
set traps to catch food; most 
would rather keep this alive 
for as long as possible. Some 
might conceivably construct 
(or have constructed) more 
elaborate traps which would 
‘process’ prey by draining 
blood etc. (NB: Troll should be 
cooked immediately.) 

7: Aseries of traps would be 
more efficient than isolated 
large ones. A crude, larger 


‘Stone flap 


Floor springs up to 
trip victim 


Mobile 
grill 


Lower level rat run 


Ratrun 


ma 


trap for unintelligent blunder- 
ers, a hanging curtain to deter 
flying creatures; both these 
cases are helped by the nar- 
rowing of the passage. Sub- 
sequent traps would deal with 
more intelligent creatures and 
would need to be increasingly 
subtle and decreasingly obvi- 
ous. Prisoners could be used 
to test the efficacy of such 
sequences. 

8: Magic incorporated into 
traps, particularly illusions, 
can be devastatingly effective. 
It should, however, be used 
with extreme care as it makes 
the trap so easily detectable. 

9: Don’t just let the thief roll 
to see if he can remove a 
detected small defensive trap; 
have him describe what he is 
doing. Keep him on his toes 
with missiles fired at the lock 
from elsewhere in the room, 
spikes rising through the 
floor, secret compartments. 

10: Set traps that require to 
be crossed one at a time, to 
break that phalanx-like march- 
ing order. Make it necessary to 
scout ahead. 


EXAMPLE TRAP SEQUENCE 
The whole passage is the 
main entrance of the under- 
ground dwelling of Zarash, a 
high-level fighter, who has 
made, in his professional 
career, a large number of 
enemies. As can be seen, heis 
not overfond of visitors. Dam- 
age details have been deliber- 
ately omitted, so that the 
whole can easily be incor- 
porated into any system. The 
corridor illustrated shows 
how a number of very simple 
traps can easily be combine 
effectively. 
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KEY 

1: The pit, which opens the 
sequence, is covered by a 
centrally-pivoted stone slab. 
Any imbalance of more than 5 
pounds weight on either side 
of the pivoting axis will result 
in the unfortunate intruder(s) 
being dropped into the pit 
with its vertical spikes. The 
safe path across it is right 
down the centre of the pivot- 
ing axis (about 1” wide). Only 
one person at a time will be 
able to cross the pit with any 
safety. The slab needs to be 
reset by hand (Zarash has 
some guards). Both these fac- 
tors mean thatin the case ofa 
concerted attack, the passage 
could be quite easily defended. 
Rats remove the accumulated 
corpses, and there is little, or 
no smell. 

2: More than 2 pounds pres- 
sure on each step triggers the 
head-height razor edges. The 
fifth step triggers the first 
blade, and the sixth step, the 
second. This one tends to be 
messy, but most of Zarash’s 
enemies know about it any- 
way. This is also true of the 
arrow-trap which follows it.(3). 

4: That is why he had the 
chute-trap constructed (at 
considerable cost; what with 
having the permanet illusion 
cast, murdering the workmen, 
and having the architect 
assassinated...). Unknow- 
ledgeable intruders see the 
passage turning right and, 
naturally enough, turn right. 
The thin wall which in fact 
blocks their path lifts (rather 
like a cat-flap), and a three- 
foot section of the floor lifts to 
trip the victim up, or down, 
rather. Any friends following 


immediately behind the char- 
acter concerned, would heara 
scream, and observe the vic- 
tim vanishing suddenly from 
an otherwise unchanged cor- 
ridor, seeming to stretch 
before them. Once again rats 
remove any bodies. They are 
prevented from ascending the 
chute by a grille, worked by a 
simple counterweight. When 
the flap opens, so does it. 
When the flap closes, the grille 
does likewise. The trap is 
evaded by simply walking 
through the illusory wall 
which blocks the real passage. 
Characters should not be 
allowed a saving throw 
against the illusion unless 
they: touch the ‘wall’, — or 
throw something through the 
‘wall’, and see it disappear. 

5: The last trap is designed 
simply to hold anyone break- 
ing the infra-red beam, set ata 
height of 2 feet. This is hidden 
from infravision by keeping 
torches continually alight in 
this section of the passage, as 
well as Zarash’s rooms. 

The principle behind this is 
that anyone getting this far 
is most definitely worth 
talking to. 


FINAL NOTE 
Whatever methods the DM 
might choose, if he under- 
stands the hows, whys, and 
wherefores and trades con- 
venience for rarity in placing 
his traps, he will avoid the pit- 
fall of boredom, for either 
himself or his players, and can 
only enhance his milieu by 
including traps. 

Finally, might | recommend 
Grimtooth’s reference work 
on traps for the fraught DM.0 


LANDS OF ADVENTURE 
FGU £8.95 
Lands of Adventure is a new fantasy 
role-playing game from FGU which 
attempts to use an historical setting for 
campaigns. It consists of a 32-page 
rulebook and a 28-page culture pack, 
with details of Medieval England and 
Mythical Greece. There is also a blank 
character sheet which can be copied. 

Characters are generated by a process 
of rolling and computing around 13 
characteristics. These are then used to 
give skill bonuses in 10 different areas. 
One of the biggest problems with the 
rules is that the skills section is just a list 
of possible skills in each area (ranging 
from the usual adventuring skills to craft 
skills like Bee Handling). The rules would 
have been improved greatly if a chapter 
on skills had been included. 

Combat is strange with some very 
simple elements eg, all non-critical hits 
from a given weapon do the same 
amount of damage, and some compli- 
cated parts like the three types of ‘hit 
points’: energy points, body points and 
life points. All combat actions use up 
energy points, and hits can be taken on 
energy points or body points. Like most 
systems, shields make you harder to hit, 
and armour absorbs damage. 

The best part of the rules is the magic 
system which uses a series of elements 
which the magician combines to cast a 
spell. This allows a multitude of different 
spells to be cast and the individual magi- 
cian to have a lot of control over what 
spells he or she knows. If the players or 
GM do not want to go through the pro- 
cess of calculating the difficulty of vari- 
ous spells (which doesn’t take that long) 
there is a list of standard spells ranging 
from blast spells to an enthral/ spell. The 
spells are cast by succeeding in a skill roll 
for the particular spell and, if appropriate, 
the target is allowed to try and resist. 

The culture packs contain details of 
various cultures, eg the Mythical Greece 
pack has sections on the gods and god- 
desses, what skills are allowed plus 
extra ones, animals in the religion and a 
few small bits like weather. | feel the idea 
of the culture pack in only 14 pages is 
completely useless, it contains very little 
information and what it does contain is 
mostly available from good reference 
books. If you want to see a campaign in 
one of the areas in these packs you will 
need to do alot more work to get a play- 
able game, and if you don’t want to use 
these packs they are a complete waste. 
One good thing: they contain indices to 
each pack and the main rulebook. 

Overall, | cannot see who the game is 
aimed at. If itis for beginners as an intro- 
ductory RPG it needs a lot more explana- 
tion in the rules on how to play the 
game. It could also do with an introduc- 
tory adventure rather than just adven- 
ture ideas. Experienced gamers will 
probably have become too used to an 
existing game system to justify switch- 
ing to Lands of Adventure. Coupled with 
the expensive price it is a classic case of 
far-too-little, far-too-late. 

Presentation: 6 Complexity: 6 
Playability: 5 Rules: 4 
Overall: 5 Richard Clyne 


OPEN BOX 


In Open Box, science fiction and 
fantasy games and rulebooks 
currently in the shops are 
reviewed by independent 
authorities. 


MIDDLE EARTH ROLE-PLAYING £6.95 
BREE AND THEBARROW DOWNS £4.95 
Iron Crown Enterprises 


Middle Earth Role-Playing (MERP) mir- 
rors the consistent high quality one has 
come to expect from /CE. MERP is acom- 
plete role-playing game very much in 
the tradition of the more complicated 
(and expensive) Rolemaster/Loremaster 
system. It bears many of the hallmarks 
of what one can recognise as an 80's 
generation RPG, attention to detail and 
a logical easy-to-follow games system. 
The system itself, although billed as for 
‘those have never experienced the thrill 
of fantasy role-playing’, is rather com- 
plex when compared to its competitors 
such as Basic D&D, however, it looks like 
being far more satisfying than the rather 
too antiseptic and refined D&D. 

The rulebook starts with an introduc- 
tion to role-playing, a glossary, and an 
explanation of die-rolling. The second 
section actually begins to develop the 
system by describing the various choices 
of race, professions, and background; it 
also explains how to document the 
character from the outset and how the 
character can gain experience and 
advance in levels. Section three deals 
with character creation and is quite 
involved. This is where your problems 
start, the tables are in an earlier section 
so it is annoying when you have to con- 
stantly refer back to them. 

The attributes are pretty standard, 
merely replace Dexterity with Agility 
and Charisma for Presence for example. 
The stages through which the character 
is generated are clearly defined and 
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easy-to-follow, if a little long and, itis 
illustrated by the creation of a sample 
character, Varak. Following Varak makes 
it easier to understand the more com- 
plex ideas such as encumbrance penalty! 

The fourth section looks in depth at 
the setting of the adventures and how to 
prepare a scenario for the players. A 
fully detailed glossary of the major deni- 
zens of Middle Earth is included as is a 
guide to encounters, temperature and 
how to deal with poisons and healing. 
The fifth division is entitled Action in the 
Strategic Environment and covers strat- 
egic character movement (by map) and 
a multipurpose random event table. The 
sixth section deals with tactical move- 
ment, combat and spell-casting and is 
littered with helpful examples. Section 
seven contains the spell list, some 40 in 
total and the all important tactical and 
combat tables. Following this section 
are the basic tables, the nuts and bolts of 
the system (20 pages of them!). Some of 
the critical hit table comments are a real 
hoot... ‘shot through both ears. Hearing 
impaired, dies instantly. Awesome shot.’!! 
The last chapter gives you an introduc- 
tory scenario in the Trollshaws area, 
which is very good. 

The MERP boxed set contains the 
book, together with a map booklet, dice 
and a counter sheet which has the 
details of characters and monsters on 
the reverse. The boxed version is £3 
more expensive than the book, hence it 
isn't terribly good value. 

To conclude, MERP is a well con- 
ceived, reasonably well written system. 
| can’t say its easy and ideal for beginners 
but | can honestly recommend that you 
try it. MERP certainly gets my vote as the 
best new RPG this year; in fact I’ve not 
been so impressed since | first read Call 
of Cthulhu. The system is also geared to 
readily accept other Ro/emaster spin- 
offs and recommends them often. For an 
important game the price is just right — 
very good value! 

Bree and the Barrow Downs is the first 
of ICE’s Middle Earth adventure mod- 
ules for MERP and Rolemaster. |t is a 
32-page booklet with 6 full colour maps. 
Geographically, Bree is sited on the east 
side of the Brandywine River from the 
Shire, and includes the haunted tombs 
of Carddan and the Edain Kings, the ban- 
dit Cormac and a number of wild beasts. 

Format-wise, the booklet is not dis- 
similar to the other larger Middle Earth 
series. An extremely useful FRPG sys- 
tem conversion table is included which 
will make translation very much easier. 

The history of Bree together with 
economic details is considered together 
with politics and personalities. 

The Barrow Downs have an exhaustive 
listing of the contents of all the Barrows, 
covering 7 pages with attendant maps. 
Charts and tables include healing herbs, 
NPCs and wild animals. 

Bree and the Barrow Downs is not 
really a scenario or sourcepack — it falls 
in between. Some questions spring to 
mind—why Bree and the Barrow Downs 
for their first close look at Middle Earth? 
Why not the Shire or Minas Tirith? The 
authors have decided not to look at 
Middle Earth in its most popular period 
— the War of the Ring. The Barrow 
Downs present only a smash and grab 
basis for scenarios, even then you would 


need a small army to get out alive! The 
colour maps are useful, though. 
Bree andthe 
Book Box Barrow Downs 
Presentation: 9 
Playability: 9 
Enjoyment: 8 
Complexity: 7 
Content: 9 
0 
9 


wo 


Value: 1 
Overall: 


NO1MON OOO 
Ooownns: 


Jon Sutherland 


Q MANUAL 
Victory Games £7.95 
The Q Manual is asupplementto Victory 
Games James Bond RPG. With the 007 
rulebook covering so little of the equip- 
ment that the budding spy could desire, 
the Q Manual comes as a useful, if not 
indispensable aid to the GM and players 
of the game. The largest sections in the 
manual cover weapons and vehicles — 
the ‘standard’ range of equipment for Q 
Branch. The weaponry section will be 
especially useful for GMs who wish to 
equip villains with something more than 
the standard weapons in the Basic Rules 
and more appropriate for foreign agents. 

Vehicles are, to a large extent, taken 
from modern ranges with very few of the 
‘classic’ vehicles of spy movies being 
covered. There’s an inordinate love of 
Japanese, American and French cars 
which have very little place in the game 
even if Bond does zip off to exotic 
foreign locations — after all, he is sup- 
posed to be a British agent! 

Gadget lovers will have a field day 
with this volume, which should prove 
useful even to non-007 spy gamers due 
to the wide range of accessories covered 
and the amount of detail given to them. 
Many of the items listed in the Q Manual 
are also illustrated, and a nice touch as 
far as presentation is concerned are a 
few colour stills from the Bond movies. 
For gamers who want to develop or 
adapt real facts and figures into the 
game, details on howto get the stats for 
weapons and vehicles are given in a use- 
ful section at the end of the manual. For 
ease of reference, the equipment is also 
presented in summary tables (which are 
readily detachable due to the glue bind- 
ing, even if this is not intended!). 

With even the famous Aston Martin 
DB-V detailed, the Q Manual is a 
very good value addition to the game, 
the catch being that it is almost essen- 
tial for playing 007 satisfactorily. 
Presentation: 7 Usefulness: 9 
Overall: 9 Bob Neville 


STAR TREK - the Role-Playing Game 
FASA £9.95 


Role-playing on the Final Frontier; it’s 
been a long time coming, but the wait 
appears to have been worthwhile. FASA 
have put together an excellent game, 
worthy of being the ‘official product’. 
For your money you get an illustrated 
128-page rulebook, a set of deck plans 
for the Enterprise and a D-7 type Klingon 
Battlecruiser, a scenario booklet (three 
scenarios), a black hex map and counters 


OPEN BOX 


(for any battles). The rules are quite well 
presented and profusely illustrated, 
mainly with stills from the series. They 
cover character generation (of course), 
skills, shipboard systems, the ‘Universe’ 
background (as if any Trekkies needed 
reminding!!) and combat. Character 
generation uses d100’s to produce 
seven attributes in a conventional man- 
ner and then a skill development pro- 
cess, similar to that in Traveller, consist- 
ing of Academy training and a number 
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of terms of service. Skill levels give die 
modifiers to rolls required to achieve 
success at a related endeavour or give a 
level which the player must score under 
on d100 ina form of saving roll. The skill 
tables are quite comprehensive, ranging 
from essentials like computers and 
Warp drive technology down to non- 
native psychology and vocal music. 

Ground combat is covered in great 
detail using a derivative of FASA’s ear- 
lier Grav Ball system (not a great success 
in this country). A square grid regulates 
movementvia Action Points with a table 
of costs. Weapons from the good old 
Phaser | to Disruptor and Phaser rifles 
are covered, which are absolutely 
deadly. Players used to ‘risking’ a hit by 
Advanced Combat rifles in Traveller or 
because they ‘know’ it cannot kill them 
are in for a shock (and not before time). 

Space combat is where the most orig- 
inal rules appear. For the first time space 
combat can be role-played instead of 
being transferred to a board game 
(though you can still do this if you wish). 
Each player takes the part of a Bridge 
Officer on a Starship with responsibility 
for his control panel. Thus the ship’s 
Captain decides in principle how he/she 
wishes to manoeuvre and fight; the Sci- 
enc Officer rolls for sensors and other 
instruments; the Helmsman aims and 
fires the weapons; and so on. Therefore 
each player gets to play a vital role in any 
combat (for example, the Captain may 
order an attack by Phasers on a certain 
enemy ship whereas what might actu- 
ally transpire is that the Science Officer 
locks on to a previously unseen ship 
closing for a sneak flank shot; the 
Engineering Officer cannot generate 
enough power to arm the Phasers and 
keep the shields up (‘the engines canna 
take it, Captain!’) and opts for the 
shields; then the Helmsman decides to 
fire Photon torpedoes instead!!!). 

The scenarios provided are reason- 
ably detailed and fairly thought- 
provoking, involving some well-known 
heroes and villains. 

The main ‘problem’ with Star Trek is 
that many RPG’ers have grown up with 
D&D or Traveller and are anti-social 
paranoid psychotics who slash/shoot 


first and (maybe) ask questions after- 


wards. This terrorist approach will not 
work in the Star Trek Universe. 

Games Workshop publishes a UK 
printing of the basic set (minus the deck 
plans, but you can always use the splen- 
did 15mm boxed deck plans) which has 
brought the price down to its present level. 

There are now a host of ‘extras’ avail- 
able for the system including more 
scenarios, ship recognition manuals, a 
gamesmasters screen, as well as sup- 
plements concentrating on Klingon or 
Romulan character generation, ship 
construction and starship combat. None 
of these are really necessary, but ‘flesh 
out’ the game for those who crave more. 
In the rating below, numbers after a 
slash refer to the game system using all 
or most of the supplements available. 

Star Trek the RPGis a worthy addition 
to the SF role-playing genre and | highly 
recommend it. 

Presentation: 8 Valueformoney: 7/9 
Playability: 9 Complexity: 5/10 
Rules: 9 Overall: 9 
Russell Clarke 


‘The reviewing of novels is the white 
man’s grave of journalism,’ wrote Cyril 
Connolly in 1929: ‘it corresponds, in let- 
ters, to building bridges in some impos- 
sible tropical climate. The work is gruel- 
ling, unhealthy and ill-paid, and for each 
scant clearing made wearily among the 
springing vegetation the jungle over- 
night encroaches twice as far.’ Correct in 
every detail; and with my blunted 
machete, here | go again. 

Gregory Benford’s Across the Sea of 
Suns [Macdonald 399pp £8.95] is a fat, 
impressive demonstration that one can 
do ultra-‘hard’ SF with every rivet placed 
just so, and still write well. It helps if like 
Benford you're a professor of physics... 
This sequel to /n the Ocean of Night fea- 
tures extraterrestrial and machine intel- 
ligence, grittily credible star-travel, and 
a powerful sense of inhospitable alien- 
ness: the machines don’t want evolved 
organic life. Benford fans will recognise 
the invaded-Earth scenes as his praised 
1981 story ‘Swarmer, Skimmer’, itself a 
prolongation of the 1972 ‘And the Sea 
Like Mirrors’: a thrifty author. Nitpick: 
the occasional passages of condensed 
description/dialogue, with no paragraph 
breaks, make heavy going. 

Benford’s Against Infinity [NEL 251pp 
£1.75] is also hard SF, a sort of Moby 
Dick set amid the terraforming of rustic 
Ganymede, where colonists with Hispanic 
names and sub-Faulkner/Hemingway 
speech patterns hunt the roaming, tun- 
nelling Aleph. This is an inconceivably 
alien quasi-machine, ever-changing, 
carefully not described in detail (‘alabas- 
ter in parts and in other oozing an 
amber, watery light’): highly effective. | 
was less keen on the Faulkner/ 
Hemingway plebs on Ganymede — like 
Asimov's point-for-point translation of 
the Roman into the Galactic empire, it 
doesn’t quite ring true. Good, thoughtful 
novel, though. 

A very good one: Mythago Wood by 
Robert Holdstock [Go/lancz 252pp 
£8.95], opening with his award-winning 
short of the same name. The mythagos 
— elemental myth-images born from the 
race mind in ancient woodlands — are 
earthy and real, refreshingly new to fan- 
tasy. No standard props of dragons and 
unicorns: Holdstock is working with red- 
hot archetypes of British/Celtic myth, as 
his hero follows a dream into the entire 
legendary universe hidden in three 
square miles of primary woodland, and 
finds his own personal story becoming 
the stuff of legend. Powerful, impressive 
and magical, it deserves all manner of 
awards. 

Unicorn have released another horde 
of fantasies, two of them classic: Jurgen 
by James Branch Cabell [288pp £2.95] is 
on my Ten Best Fantasy Novels list, the 
witty, ironic and moving adventures of 
Jurgen the pawnbroker through history, 
fantasy and wicked symbolism (which 
got the book suppressed in 1920!) — 
don’t miss. Monkey by Wu Ch’eng-en is 
even older, from 16th century China, and 
even more broadly comic in its juggling 
with folklore: recommended. The newer 
Unicorns: Beyond Lands of Never ed 
Maxim Jakubowski [166pp £2.50] col- 
lects ‘high fantasy’ from T Lee, J Gaskell, 
R Chilson, G Kilworth, J A Salmonson, 
P Ableman, R Pollack, Jakubowski him- 
self, R Holdstock, and me. Like its pre- 


CRITICAL MASS 


Critical Mass /s a regular fantasy 
and science fiction book review 
column by Dave Langford. 


Into the 
Jungle 


= f 
decessor it’s a patchy collection with 
fine things in it—like Lee’s stylish perver- 
sion of the old Maiden, Dragon and Hero 
story. The Castle of Dark [180pp £2.95] is 
Tanith Lee alone, telling a simple, quick- 
moving story ofthe vampire persuasion, 
possibly aimed at younger readers: 
doomed maiden trapped in cursed castle 
must be rescued by magical harpist. 
Fluid writing and effortless atmosphere 
make this a success. (But why is there a 
‘but’ in the page 1 sentence ‘She was 
slight, but not tall’? ‘Burly but not tall’ 
would make more sense...) Geraldine 
Harris’s The Children of the Wind [196pp 
£2.50] is book two of a tetralogy: Unicorn 
neglected to send book 1, but on the evi- 
dence of this one Harris is reasonably — 
though not wildly —inventive, and puts 
real effort into making her characters 
humanly flawed and changeable. The 
book’s better than its blurb, in fact, 
whose stuff about questing for seven 
keys of seven sorcerers recalls famous 
critic Nick Lowe’s bitter remarks on ‘plot 
coupons’: you know, fantasy heroes 
have to collect the full set before they 
can send off to the author for the ending. 

Bob Shaw's Fire Pattern [Gollancz 
190pp £7.95] opens with typical smooth 
compulsiveness: people are spontane- 
ously bursting into flame, the reporter 
hero is enmeshed in the mystery and his 
own problems, you can’t put it down. 
This becomes a Shaw Tall Tale, with psi 
powers and outrageous pseudoscience 
explaining the auto-combustions; loses 
impetus on the arrival of not-quite- 
convincing ETs; and shifts to one man’s 
odd, bleak choice between nuclear 
holocaust and the loss of humanity's 
free will. Agood read but—in its implica- 
tions and its appearance from witty Bob 
Shaw —a slightly depressing one. 

Converts by lan Watson [Granada 
191pp £1.95] is also a surprise — an out- 
and-out farce from Watson the intellec- 
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tual metaphysician. One by one, charac- 
ters are artificailly ‘evolved’ into what 
should be Homo Superior, but end up 
as, well, comic-book supermen. Some 
bits really are funny, like the final scene; 
but often Watson seems to be trying too 
hard for laughs, or lapses into meta- 
physical lecturing, where the concepts 
are no more outrageous than in his 
‘straight’ books. You keep alternating 
between smiles and groans as you read... 

Nancy Springer’s The White Hartis ‘in 
a class with Donaldson's Chronicles of 
Thomas Covenant, says Marion Zimmer 
Bradley: | tried not to let this prejudice 
me against it. Frankly, it seems pretty 
awful and derivative, pieced together 
from bits of other fantasies: the life- -. 
giving Cauldron from the Mabinogion, 
Elves and their Sea-Longing wholesale 
from Tolkien etc, the (too easily intimi- 
dated) Dragon on its Pile of Cursed Gold 
from just about everywhere, the invinc- 
ible Magic Sword (plot coupon) ditto, 
the Faceless Arch-Baddie from Tolkien, 
Donaldson and Terry Brooks, etc. The 
style, alas, doesn’t transcend the fifth- 
hand materials: it’s full of dusty rhetoric 
like ‘But it was not for cowardice that 
Ellid was called daughter to Pryce 
Dacaerin.’ (Conceivably, one wonders, it 
was because she was his daughter?) 
‘The stranger lifted a thick green limb for 
Ellid to creep beneath.’ (No, he’s not a 
randy Hulk: after the doubletake you dis- 
cover the trees mentioned a couple of 
sentences back.) And more, and worse, 
and two sequels coming. 

Jack Chalker’s Twilight at the Well of 
Souls [Penguin 304pp £2.50] brings the 
five-book space opera to a merciful end, 
and — despite making the blowing-up of 
the whole universe a rather dull affair — 
is a better read than the previous three. 
Isaac Asimov's The Winds of Change 
[Granada 330pp £1.95] collects 21 
mostly new stories—the best is 31 years 
old —some being overblown puns de- 
serving of euthanasia rather than 
reprinting. Thankfully there are a few 
good pieces; but it’s tragic that the title 
story, whose subject Asimov considers 
vitally important (he’s right), should be 
ruined by incredibly ham-handed tel- 
ling. Piers Anthony’s Thousandstar 
[Granada 320pp £1.95] is an indepen- 
dent spinoff from the forest-annihilating 
‘Cluster’ series; pleasant space-opera 
though a bit long and a bit prone to tell 
you the moral of each event on the 
assumption that you're too thick to see it 
yourself. Lead character: an alien blob 
whose method of reproduction is so dis- 
gusting, it even disgusts him... 

And two reissues. The Golden Barge 
[NEL 189pp £2.50] is a nice packaging of 
Michael Moorcock’s first novel, a Peake- 
style allegorical fantasy about an Angry 
Young Quest Hero, which reads rather 
well. The Space Merchants by Frederik 
Pohl — who's just written a sequel to it — 
and Cyril Kornbluth is the classic SF 
satire on advertising, still fine fun 
despite being born in the same year as 
your ageing Critical Mass editor. How 
does the Connolly quote continue? ‘A 
novel-reviewer is too old at thirty; early 
retirement is inevitable... their later writ- 
ings all exhibit a bitter and splenetic bril- 
liance whose secret is only learnt in the 
ravages on the liver made by their ter- 
rible school.’ H’mm.0 


Send SAE for 24-page catalogue 


TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, 
NOTTINGHAM 


16% 


P&P 


Min. 16p in U.K. 50p Surface Mail 
Overseas: 


REAPER 15mm FANTASY 


CHARACTER 

FIGURES 12p each 

Fl Magic User w/Staff 

F2  MagicUserw/Wand 

F3 Clericin Chainmail 

F4 — Clericin Plate 

F5 ‘Thief 

F6 = Assassin 

F7 Bard 

F8 — Fighterin Chainmail 

FQ Femalein Plate 

F10 Female Magic User 

Fil Female Cleric 

F12 Female Thiet 

F13. FemaleFighterin 
Chainmail 

F14 Female Fighter in 
Plate 

Fi5 DwarfinChainmail 
with Axe 
Dwart in Plate w/Axe 
Dwarfin Chainmail 
with Sword 
Dwarf in Plate with 
Hammer 
Elf Magic User 
Elf Fighter 


DEMONS 

Winged Fiend (30mm) 
Satanic Archdeacon (40mm) 
Balrog (35mm) . 

Manticore 

Giant Slug 


GOBLINS 


Standard Bearer 25p* 


Advancing + Sword .....20p 
Attacking + Sword ........20p 
Attacking + Ax€ ....s20p 


MONSTERS 

Ape 

Ogre (25mm) 

Troll (25mm) 

Ghoul 

Skeleton Warrior 
Liche . 
Lizardman with Club 
Lizardman with Sword 
Naga 

Gargoyle 

Wyvern 

7 Headed Hydra 
Mounted Lord of 
Chaos 

Mounted Knight of 
Chaos 

Lord of Chaos 

Knight of Chaos 
Minotaur 


GIANTS 

Hill Giant (30mm) 
Fire Giant (40mm) 
Frost Giant (50mm) 
Stone Giant (40mm) 
Ent 


DRAGONS 
Red Dragon 
Black Dragon 


FLYING REPTILE 

With Lord of 

Chaos RideF .....ssereeeeseeeee £1.50 
(or Knight of Chaos Rider) 


2 Horsed Scythed Chariot & Driver 


Add 60% for Air Mail 


REAPER 


Revised edition of the most popular fantasy 
wargame rules 

Attack of the Fungoid Trolls .... 

The first scenario for Reaper 

Reaper Starter Pack ..........+» a 
Basic rules, dice and two small 1 
Reaper Armies £11.00 (inc. p&p) 
Good 

(1) Schonestadt Militia 

(2) The Army of the South 

Evil 

(1) Hordes of G'NA 

(2) The Summonations of Kenlin 


FANTASY & ROLE PLAYING RULES 
Monster Combat (T.T.G.) 

Once Upon a Time in the West (Gun Fight) 
Volumn 4 of above 

Rudis (Gladitorial) 

Retinue (Med. Skirmish) 

Heroes (Dark Ages) 

Pony Wars (Indian fights) 


S.F, RULES (TTG) 

Combat 3000 

Combat 3001 (for above) 
Starguard 

Starhound (Fighter Combat) 
Encounter 1 (Space Action) 


NEW REAPER 15mm FIGURES 


LIZARDMAN + SPEAR 
LIZARDMAN + AXE 
GOBLIN + SPEAR 
WIZARD ON THRONE .. 
DUNGEON DOORWAY ... 
ORNATE DOORWAY 
DEATHS HEAD DOORWAY 


. 20p 


. 20p 
.. 20p 
. 75p 
. 25p 
.. 25p 


NEW NEW NEW 


BATTLEWAGONS 
From Tabletop Games 


1/280 scale cars and vehicles 

for Role-Playing games. 

BW1 Compact Sports Car ....... 20p 
BW2 Compact Hatchback......... 20p 
BW3 Compact Custom Car 20p 
BW4 Patrol Car .......ssssssssseseesseee ZOD 
BW5 Hatchback essovveee’ OP) 
BWE 9 COUpe sssssssssesssersnsssssensenne 2OP 
BW7 Saloon ... ssismsiane 25p 
BW8 Limousine .. : Wp 
BWS Station Wagon . 30p 
BW10 Pickup TIUCK ...ssssssssee 35p 
BW11 Juggenaught + Trailer.£1.00 
BW12 Juggenaught Tanker. £1.50 
BW13 Juggenaught Container .£1.50 
Bwi4 pL eer Loe £1.50 
BW15 Bus . 
BW16 Motorcycle 


BW18 Small car wreck .. 
BW19 Large car wreck ... 
BW20 Van wreck .. 
BW21 Lorry wreck 


25mm ASGARD 
DWARVES 


45p each 

A superb range of 25mm Dwarves, in 
our opinion, the best we have seen. 
DW1 Adventurer 

DW2 Axeman 

DW3 with Hammer 

DW4 Spearman 

DW5 Hero 

DW6 Black Dwarf 

DW7 Scout 

OW8 Lord 

DWS Shield Maiden 

DW10 Crossbowman 

OW11 with Arquebus 

OW12 Mercenary 

OW13 Pikeman 


25mm ASGARD ORCS 


OR1 Great Orc + Scimitar 
OR2 Great Orc Guard 

OR3 Great Orc 

OR4 Great Orc Chieftain 

ORS Orc Tracker + Bow 

OR6 Armoured Tracker ..... 
OR7 Orc Tracker + Spear 
OR8 Orc Scout 

ORS Small Cave Orc . 

OR10 Cave Orc Archer . 

OR11 Cave Orc Guard... 

OR12 Cave Orc + Scimitar 
OR13 Warrior attacking . 
OR14 Warrior + Scimitar 
OR15 Warrior + Bow 

OR16 Warrior + Whip A 
OR17 Soldier + Shortsword .... 
OR18 Soldier Spearman 

OR19 Soldier Officer .. 

OR20 Soldier + Axe .. . 
OR21 Horde Orc Javelinman .. 
OR22 Horde Orc + Lg Spear .... 
OR23 Horde Orc + Scimitar 
OR24 Horde Orc Archer .... 
OR25 Wolf Rider + Lance .. 
OR26 Wolf Rider + Scimita 
OR27 Wolf Rider Chieftain 
OR28 Wolf Rider + Bow .... 
OR29_ Black Orc Advancing 
OR30_ Black Orc Hvy Spear 
OR31 Armoured Black Orc 
OR32_ Black Orc Captain .. 
OR33 Slave Orc + Scimitar 
OR34 Slave Orc + Spear 

OR35 Slave Orc Archer .. 
OR36 Warrior Slave Orc 

OR37 Orc Clansman 

OR38 Orc Clansman + Club ..... 
OR33 Orc Clansman Bodyg'd .: 
OR40 Orc Clansman Shaman .. 


OUT NEXT MONTH 
‘BARBARIANS’ 


LASERBURN 


NOW ACOMPLETE SCI-FI 
COMBAT & ROLE-PLAYING 
SYSTEM. 

LASERBURN RULES 

(basic rules) 

FORCES OF THE 

IMPERIUM £ 
IMPERIAL COMMANDER 
(military combat rules) .. £1.95 


ADVANCED 
LASERBURN & ALIENS . £1.95 


ROBOT BOOK 


LASERBURN 

SCENARIOS £1.50 EACH 
BUNKER 17 

TARIM TOWERS HIEST 
SEWERVILLE SHOOT OUT 
SEA PRISON SIEGE 


STARTER PACK 
Rules — Bunker 17 — 15mm 
figures and dice £8.50 (inc p&p) 


NEW 


15mm Fantasy 
Chariot or Evil 


’ 

Scavenger’ 
A Solo Laserburn 
Scenario £2.50 
Become an ‘organ legger’ and 
ply the universe in this ‘end- 
less’ solo book based on the 
Laserburn system, 


The computer game 
is DEAD... 


15 Please mention White Dwarf when replying to advertisements 


The role-playing game of the Ancients. 


@ 


SPHINX 4 


From Ancient Empire to (a 
Interstellar venture. .- 


Take your character from the 

floodwaters of the Nile-to the 
depths of the Royal tombs in 

search of jewels. But beware 
the wrath of the GODS ! 


NEW unusual rules for 

DREAMING REINCARNATION we 
INSANITY MAGICK ee 
character & mass COMBAT 


No levels-progression 
using skills & cunning. 
Over 50 professions & 
skills to choose from 
PRIEST to JEWELER 
SLAVER to WITCH 


100 page rules; character sheets; maps; refs Please send me copies of the game of 
screen; Introductory scenarios. From Local SPHINX £14.00 tach, inc. P&P. 

shops; and directly ffom SEVENTH SCARAB 

FREEPOST, HARWICH, ESSEX CO12 I1BR. 

No stamp needed. 

Make cheques payable to SEVENTH SCARAB. 


By lan Livingstone 


250K of pure mystery. Be the first to know. 
Send your name and address to: Eureka!, 228 Munster Road, London SW6 6AZ 


ACTS OF/BLACK NIGHT: 
NINJUTSU FOR PLAYERS 


Acts of black night, abominable deeds, 
Complots of mischief. 
Titus Andronicus V 1 64 


Ninja Tactics 

These were not based on brute force, but 
on the manipulation of an opponent by 
applied psychology. Even where physi- 
cal force was used, the overall aim was 
always to mislead, confuse or frighten 
an opponentyinto doing the ninja’s will. 

Wherever possible, the ninja avoided 
direct confrontation, since the nature of 
their work involved operating in a hos- 
tile environment where they would face 
overwhelming forces if detected. The 
key to success was therefore thorough 
preparation, to ensure undetected entry 
and operation, and also to arrange a reli- 
able means of escape afterwards. Hid- 
den caches of equipment, food, and 
medicine allowed the ninja to operate 
for extended periods in enemy territory, 
and avoid dangerous contacts. Oncé a 
thorough initial reconnaissance had 
been carried out, the\ninjacould infil- 
trate using ‘yo’ or positive techniques, 
such as camouflage, or ‘in’,\negative 
techniques, which involved working in 
the open, but in a disguised form, such 
as one of the ‘seven ways of going’. 
When operating inthis,way, the ninja 
often carried the rokugu, or ‘six tools’. 
None were suspicious in themselves) 
but all could be turnedto the ninja’s pur® 
poses. They were; ashort length of bam- 
boo (uchitake), rope (kaga nawa),\rain 
hat (ami gasa), stone pencil (seki hitsu), 
medicine (kusuri), and towel (sanjaku 
tenugui). A ninja could obtain\employ* 
ment with a temple as a caretaker or 
similar, and work to be transferredsnto 
the enemy lord’s househotdsfeturn dis= 
guised with defeated troops; orinfiltrate 
as an attendant in a procession! 
(Kunoichi, female ninja, favoured infilt- 
ration and seduction, but if youtfancy a 
challenge many male ninja were, tike 
Japanese actors, skilled female imper- 
sonators.) When operating ‘openly’ the 
ninja had to concentrate for most of the 
time on appearing to be no more than 
they were disguised as; a simple monk) 
a travelling musician, or any of the other 
covers they adopted. Sometimes such 
disguises became false identities, main- 
tained for years on end. When infiltrat- 
ing by stealth, however, or once they 
were free from observation, they could 
use any technique or equipment to 
achieve their aim. 

Night was the friend of the ninja; night 
and foul weather. Driving rain, snow, 
and fog cut down sound and visibility, 
and even when these were not present, 
they would wait for moonless or cloudy 
nights, and a wind to move the leaves 
and grass and cover their passage. To 
ensure maximum night vision, the ninja 
might remain in darkness for up to 24 
hours prior to the mission, hidden in a 
cave or hole in the ground. They would 
then pick a weak spot in the enemy’s 
defences, such as an empty room or an 
avenue of approach considered impos- 
sible and thus lightly guarded, and also 
a psychological moment, such as the 
hours before dawn, or when guards 


NIGHT’S DARK AGENTS 


This is the third and final part of 
our series on Ninjas in role- 
playing games. 


NIGATS 


Tactics & Strategy 
by Chris Elliott 
and Richard Edwards 


Starting to relax..Crack ! Something\in 
the-campifiré explodes, scattering 
sparks and embers everywhere; the 
guard leaps.up cursing and hopes that 
none have lodged in his armour. Spear 
held atthe ready, he peers into the dark- 
ness, but can now see only the after- 
image of the fire, flashing as he blinks... 
A simple trick, designed to spoil a 
guard’smight vision, but one that could 
be used to slip past sentries unobserved, 
Or as @ distraction to cover another 
ninja’s entry elsewhere. Dogs and water 
fowl could betray the ninja when dis- 
turbed, and were usually pdisoned, but 
frogs and the crickets between the 
stones of a wall fell-silentinstead, and 
needed a different solution. Theninjass 
skill as a yogen (chemist) provided sub- 
stances which could-be spread on-thé 
surface of a moat to-make the frogs 
croak loudly for longenoughto\cover 
entry, and others which-could perform a 
similar function with a.cage of crickets 
carried as the wall was scaled. During 
sieges, the ninja were alleged to have 
used such exotica as the yami doko (kite 
in the darkness), a man-bearing kite, the 
kito washi (human eagle), a cloth and 
bamboo glider, and the yagorayaferris 
Wheel like machine that could drop 
stream of ninja over a wall, but more 
stéaithy approaches were usually 
favoured. A common entry was by 
Water,,and here the ninja could scatter 
duckweed on the surface, and move 
beneathithe floating mass, breathing 
throughpa snorkel. Because of the very 
humid summer of Japan, buildings had 
false attics and underfloor spaces for 
ventilation, into which a ninja could slip, 
by dislocating limbs if necessary. They 
could also use the selection of saws, 
chisels, borers, keys and miniature ham- 
mers concealed in the pockets of their 
costume. Having previously established 
the location of a victim’s futon (mat- 
tress), they could then be speared 
through the flimsy floorboards and mat- 
ting. Such spaces, however, were often 
strung with threads linked to alarms, 
triggered when touched or cut/Onentry, 
hinges and sliding doors would be lubri- 
cated with oil, water, or-wrine, tostop 
them squeaking, and the ninja would 


were coming to the end of a watch and cover their mouth with their hood to 


muffle breathing. Expert at detecting the 
non-random breathing and noises of 
feigned sleep, they also used the trick of 
sprinkling rice flour on a ‘sleepers’ face. 
Not enough to wake one really asleep, it 
would panic someone pretending, who 
would think they were the victim of some 
hideous ninja poison. Doors could be 
locked or jammed shut as the ninja moved 
through a building, to delay any pursuit. 
On completion of a mission, or when 
detected, the ninja would have to make 
good an escape. Here, where they were 
often in view of pursuers, and always 
racing against time, their ninjutsu was 
tested to its limits. Much depended on 
how well preparations had previously 
been made. Using a springboard or vault- 
ing pole, the ninja could apparently leap 
walls with a single bound, leaving 
guards stranded on the other side. 
Apparently trapped in a tree, they would 
slide along previously prepated ropes to 
safety. Ahead of the fleeing ninja is a 
river. Now he will be surroundedand cut 
down, or shot as he swims‘across, 
Except that he seems to hardly:pause at 
the bank»and run across the Watem)A 
hidden ford, the location of the Stones 
Known only to the ninjaithat placed 
them, and changed from time to time. 
Guards could also beled through patterns 
of mines. (Yes, they did haveland mines, 
called uzume-bi, andalso grenades, cal- 
led 'nage-teppo.)Smokescreens werene= 
also.used, and sometimesthese were 
poisonous. To buy4ime, caltrops would 
be scattered behind;-or in emergencies 
thrown like shuriken. A wickedly neat 
ruse was to throwa sha-ken with a small 
length.of spitting fuse attached. It wasn't 
abomb or grenade, but few guards took © 
the chance of/finding out the hard-way~ 
Flash grenades blinded pursuers, and 
whem they were recovered, the ninja » 


" would have disappeared; They might™ 


simply be a few feet away, curled into a 
ball, but pursuers were more likely to fol- 
low the noise made by another ninja, or 
assume from the splash’of a large stone 
in the water that their quasry was mak- 
ing an escape elsewhere. How do you 
catch a sorcerer who can vanish into thin 
air? Seenin a corridor, a ninja-would dis- 
appear, actually braced between walls 
and roof after a single acrobatic leap. 
Outdoors, they could sit on the.bottom 
of ponds for hours/breathing through-a 
snorkel, hang suspended from the 
‘branches of trees using their rope, or 
“bury themselves in shallow ‘earths’ with 
only their mouths exposed. Even when 
trappedina building which was then set 
alightto drive them out, they would hug 
the thin zone of breathable air just above 
the floor to avoid suffocation, far more 
dangerous than flames, and then use. 
any available tools to break through he 
floor to bury themselves in the earth 
beneath. After their disappointedépur- 
suers had consoled themselveswith the 
thought of the agonising deaththey 
must have suffered, they wotld-emerge 
to continue their work. In all that they 
did, one of the/ninja’s mostpowerful 
weapons was theirteputation for occult 
powers, which they did nothing to dis- 
pel. Ahead of a guard, a stone lantern 
moves, becoming a terrifying demon 
breathing fire... Onibi gakure, the 
technique of wearing a demon mask and 
blowing fire from a tube. (For some idea 
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of what this must have looked like, try to 
catch the classic Japanese movie 
Onibaba, where a similar sort of trick is 
used.) Always remember, be tricky. As 
that great Occidental sage Bill Tidy once 
said, ‘There’s more ways Of killing a cat 
than hitting it with a brick.’ 


DRAGONS IN THE WATER: 
NINJUTSU FOR REFEREES 


One should be as a dragon lying hidden 
in the depths of the water; that is, care- 
fully conserving one’s energy while 
observing the progress of events and 
preparing to act when the right moment 
occurs.’ 

| Ching 


There were three levels of ninja, the 
jonin (high man), chunin (middle man), 
and genin (low man). Ninja ryu (for 
game purposes the difference between 
ryu, schools or traditions, and the clans 
with which they were associated is not 
important) were organised on the classic 
cell structure, and although the jonin 
directed its activities, the chunin acted 
as cutouts, ensuring that the genin who 
actually did the dirty work were unable 
to betray his identity. Because-ofsthis 
structure, the roleofjoninis anidealone 
for a referee; serving much the same 
function as a Patron in dravelferAn 
theory,just as the yakuza (gangsters) 
sometimes acted like Robin Hoods rather 
than’robbing hoods, so the jonin-was 
concerned to restore the balanceOfsoc= 
iety by aiding the oppressed,-and-this 
can be a useful source’of scenarios. In 
practice; howevergeven whensachieving 
suth worthy aims,they-were as subtle 
and devious, notto say'tinscrupulous, as 
ever. Different ninja could be assigned 
to the same mission without knowing, to 
avoid treachery, orso that only the jonin 
who'received all their reports knew the 
true picture. In a variation on this ploy, 
each genin might be given part of a mes- 
sage which when put together would 
give them their orders. On occasions, a 
hinja\could be'given falseinformation so 
that when captured and interrogated; 
they. would mislead their captors-it also 
pays to remember that although"we 
hope that most referees will play-jonin 
as moral if ruthless patrons, that their 
real-life countérparts were quite pre- 
pared to.accept, say, a contract to sup- 
press a peasant revolt by arson and terror. 


Organising the Ninja 

Ninja ryu varied in size, butone of the 
most powerful, the Koga ryu, Inthe pro- 
vince of the same name, took in‘atound 
50 chunin families, each controlling 30-40 
genin. Player characters should start as 
genin, although you may wish to even- 
tually ‘retire’ senior characters from 
active service to become chunin, or even 
allow them to establish their own tradi- 
tion, and become jonin of small ryu sub- 
sidiary to a more powerful one. Because 
the ninja were a separate caste (or out- 

» caste) in Japanese society, the clan and 
ryu were immensely important to them. 
It is possible to have RPG ninja charac- 
ters as freelance agents, but better for 
them to belong to a ryu, as this provides 
both a ready made background, sup- 
port, and a source of scenarios through 
the missions players are given. The 


Bushido rules already have a structure 
of six clans, A-F, friendly, neutral or hos- 
tile to each other. This is a good way of 
encouraging players to role-play, but 
hardly makes for scintillating dialogue 
when two ninja encounter one another 
onamission. “Cran A?” “lye, Cran F, 
wakarimasu ka?”, followed by the zip of 
flying sha-ken, a groan and a thud. 
Instead of this, therefore, we have taken 
six actual ryu, whose special techniques 
are known. Choosing one of these will 
give a player a level of expertise or skills 
not available to other ninja, but means 
also that they may have to deal with hos- 
tile clans to obtain their services, equip- 
ment, poisons, etc. These are the six: 

Togakure Ryu: Favoured the tutsubishi 
(caltrops) and shuko. These were climb- 
ing spikes worn across the palm of the 
hand. (Like the nekode in Bushido). The 
band around the hand was metal, and 
could be used to block sword cuts, giv- 
ing rise to legends of ninja stopping 
blades bare handed. In AD&D,this can 
be treated as a skill givingal+1 to Effec- 
tive Armour Class’ for each\level of 
expertise. For Bushido, treat\as a ‘Parry’ 
option, with the further option ofa 
‘Second Strike-attack or'the ‘Lightning 
Sttike?okuden to represent a follow-up 
atack with-the other hand. 

Kyushin Ryu: Known for their unor- 
thodox use‘ofstandard Weapons, espe- 
cially speats{bisento). Players and 


__referees should use their imagination 


here, and allow a better chance of suc- 
cess when, say, throwing arrows. 

Fudo Ryu: Specialists in iai-jutsu and 
shuriken-jutsu. Rather than restrict 
these techniques (or any others) to a par- 
ticular ryu, it will probably be better to 
give a bonus reflecting greater practice 
and superior technique. Don’t make this 
too generous, though, or you'll give an 
unfair advantage over other ninja or 
non-ninja characters. 

Gyokku Ryu: Expert in yubijutsu, or 
nerve strikes. In Bushido, this can be 
treated as the ‘Precision Strike’ okuden, 
bare handed. 

Koto Ryu: Users of Koppojutsu, 
bonebreaking technique. It is difficult to 
simulate this in AD&D, as hits are not 
takén on individual locations, butfor this 
Skill and yubijutsu, which could also dis- 
able limbs, you can opt to aim bare- 
handed attacks at limbs (except the head 
for koppojutsu) and then apply the Monk 
rules for stunning opponents. On a kop- 
pojutsu attack, the limb will be ‘stunned’ 
for only as many rounds as the level of 
the attacker, but also suffer the optional 
V2HP damage per level. In Bushido, treat 
koppojutsu as an okuden of atemi-waza, 
giving an increased chance of critical 
success, and then using the optional rule 
on broken limbs on p65 of Book 1. For 
example, an adjusted BCS of 15-24 nor- 
mally scores a critical success on a roll of 
1 or 2. Using this technique, that 
becomes 1, 2 or 3, and so on for higher 
BCSs. It can be used in both strike and 
grapple attacks. 

Kusunoki Ryu: This ryu had a vast net- 
work of spies. They are therefore ideal 
for referees to use as a neutral ‘NPC’ clan, 
who operate as information brokers. 

Each ryu should be friendly to one 
other (except the Kusunoki Ryu), neutral 
to the Kusunoki Ryu and one other, and 
hostile to two. 


Ninja Strategy 

Ninjutsu, properly practised, was far 
more than just esoteric combat tech- 
niques and gadgets. At its highest level, 
it used applied psychology to manipu- 
late an opponent into doing the ninja’s 
will, preferably without being aware of 
it. Even the genin on a mission relied 
heavily on practical psychology to con- 
fuse, mislead, distract or frighten his 
enemy. This is the most difficult aspect 
of the art for a referee to come to grips 
with, and beyond the scope of this article 
to even begin to cover adequately. Even 
a basic appreciation of it, though, will 
help give your campaign and scenarios 
more depth and authenticity in respect 
of the ninja, and should make them 
more satisfying to play if your group is 
into anything more subtle than straight 
mayhem. Central to the teachings of nin- 
jutsu was the concept of the ‘five man- 
ifestations’ of all things — Earth, Water, 
FirepWind.and Void, Everythingsffom 
overall strategy and:espionage tacticsito 
combat tactics and-even combat post- 
ures, could be categorised in this way. 
The-ninja classified their opponent's 


needs and Weaknesséssunder these 


manifestations, and planned their 
strategy accordingly. For instance, an 
opponent whose personality operated 
mainly on the Water level was prone to 
anger and other strong emotions, and 
could be goaded into rash action. One 
whose emotions were on the more 
physical Earth level, on the other hand, 
was prone to laziness, and sought sec- 
urity. They could be discouraged, or dis- 
tracted, as in the case of a guard, bribed, 
or manipulated by threatening their sec- 
urity. In game terms, what this means is 
simply that as ‘jonin’ you would design 
a scenario that encouraged players to 
study their target, and select a method of 
carrying out their contract that played on 
its weaknesses, or complemented an 
enemy’s attack. It also means that you 
should not limit your or the player's 
strategies to direct assault. Although the 
ninja were famed (or infamous) assas- 
sins and commandos, they were also 
masters of espionage, and you should 
make good use of disguise, bribery, 
blackmail, misinformation, counter- 
espionage, hirelings, ‘sleepers’, double 
agents, and all the other trappings of the 
silent war. 


FINAL NOTE 

For scenarios you can incorporate as 
much or as little of the supernatural as 
you like. ‘Genuine’ magic could be used 
to counter the ‘sorcery’ of ninjutsu and 
the Kuji-no-in, but keep the effects on the 
same level; it's not much fun being a 
ninja if the resident castle Security 
wizard thinks that there’s one in the 
bushes and flattens half an acre with a 
meteor strike just to be on the safe side. 
This series has covered a lot of ground, 
and some of it has had to be done very 
sketchily. We hope, however, that most 
of it has been new to most of you, and 
that it has succeeded in its aim of giving 
an insight into the approach to life that 
made the ninja and ninjutsu unique, and 
suggesting ways in which this can be 
introduced into role-playing games. 


Ore-no-shibori-wa doko-ni oitero yoku 
wakattemaso. 


© 


It is asad moment for any FRP player 
when a favourite character bites the 
dust. There can be the added frustration 
that the best character you are ever likely 
to play is gone for good because of a 
moment's carelessness, an unlucky die 
roll or a vicious DM (surely not...). But 
death is not the end — why should it be. 
In a game which is limited only by your 
imagination, it should be possible to fol- 
low our hero’s adventure in the after-life. 

Most of the specific comments in this 
articie are addressed to the AD&D rules, 
but the suggestions are general enough 
for use with just about any FRP game. 

The first thing to determine at death 
is whether there is any impediment 
to the soul going to its destiny. If 
the character becomes Undead for any 
reason, the soul will still be trapped in 
this world, although an exception might 
be made in the case of non-intelligent 
Undead such as skeletons, zombies and 
possibly mummies, where an already- 
dead body has been magically activated. 

The race of the character might also 
come into the question — elves, for 
example, are stated in faerie lore to have 
no souls, and therefore can have no 
afterlife (this is also the reason why they 
cannot be reincarnated or resurrected — 
see Players’ Handbook, pp50 and 53). 

Also, if the character was slain by a 
monster which typically makes off with 
its victim’s soul, such as a night hag, 
then the soul is obviously not free, and 
other problems might arise if the soul 
has been pledged to a demon or some 
other being. In these cases, the character 
may still have an afterlife, but it may not 
be quite what was expected! 

A-soul with no claims upon it and 
nothing to hold it on this plane will be 
able to progress to the afterlife without 
difficulty. In a game like AD&D or 
RuneQuest, where religion is very 
closely detailed, the referee might, with 
a little research, be able to provide an 
afterlife appropriate to a character of 
almost any religion. Alternatively, the 
referee might take the more dogmatic 
view that there is only one true afterlife, 
which could provide a few surprises for 
those who have got it wrong! 


HISTORICAL CULTURES 

Brief notes are given here on the afterlife 
beliefs of all the historical cultures 
detailed in Deities & Demigods. 


North American Indians 

The beliefs of the North American 
Indians vary widely from tribe to tribe, 
but most involve either a shamanistic 
spirit-life concept (see below), or the 
idea of a Happy Hunting Ground, an ideal- 
ised version of the world of the living. 


Assyria/Babylon 

In Assyro-Babylonian mythology, the 
underworld lay beneath the earth, 
beyond the Abyss of Apsu. Ruled by 
Nergal, it was a city-state similar to 
those of the upper world, surrounded by 
seven walls with a single gate in each, 
guarded by a pair of demons. A person 
entering the city was required to leave a 
part of his or her apparel at each gate, 
and entered the inner city naked and 
helpless, imprisoned in the gloomy 
‘dwelling-place of shadows’ over which 
Nergal ruled as despot. The security of 


BEYOND THE FINAL FRONTIER 


Beyond 
e 
Final 


Frontier 


Role-Playing after Death 
in Fantasy Games 
by Graeme Davis 


Nergal’s domain was such that even 
gods were sometimes held captive there. 


Celts 

In The Gallic Wars Caesar records the 
Celtic Druid doctrine that ‘souls do not 
suffer death, but after death pass from 
one body to another; and they regard 
this as the strongest incentive to valour, 
since the fear of death is disregarded’. 


Central Americans 

Central American beliefs have to be 
guessed at for the most part, since very 
little of a religious nature survived the 
missionary zeal of the priests who 
accompanied the Conquistadores. One 
codex shows a diagram of the planes, 
with a ladder of thirteen rungs reaching 
up to heaven and another of nine rungs 
reaching down to hell—the soul presum- 
ably had to make its way through these 
planes to its proper resting-place. On the 
upward journey, the planes were as fol- 
lows: first the moon and clouds, then the 
Milky Way, depicted as a female skele- 
ton, then the sun and the abode of Tez- 
catlipoca, then the planet Venus, a plane 
of birds and the abode of Quetzalcoatl. 
These were followed by a plane of fire, 
filled with shooting-stars and fiery 
snakes, then an airy plane of Day anda 
dusty plane of Night followed by a 
storm-filled plane of Chaos. The next 
three planes are unclear, but the twelfth 


ae 


seems to have been reserved for mur- 
dered children and other innocents, 
while the topmost plane was the abode 
of Ometeotl, the dual god/goddess who 
created the universe and embodies the 
neutral balance. The downward path 
took the soul across a river guarded bya 
yellow dog, through a pass between 


mountain peaks to one of solid obsidian, - 


through a plane of bitter winds to one fil- 
led with banners and another with 
arrows, to confront a wild beast and 
pass through a narrow place to the place 
of rest and peace. 


China 

The afterlife of Chinese mythology 
reflected the bureaucratic nature of 
Imperial society. When the divine regis- 
ters of life and death show that itis time 
for someone to die, a warrant is issued 
and two lesser deities or demons are 
sent to bring the soul before the divine 
law courts. There, the soul is punished 
by a succession of deities called the 
Yama-Kings, suffering the due penalty 
under law for every sin committed in life. 
Where the penalties would normally 
result in maiming or death, the soul is 
made whole again in time to suffer the 
next punishment. After all the punish- 
ments have been carried out, the soul 
goes before the tenth and last Yama- 
King who decides in which form it should 
be reborn. According to Buddhist tradi- 
tion there are six forms of rebirth, three 
good — as a minor deity, a supernatural 
being called an Asura, ora human-—and 
three bad — rebirth in hell, rebirth as a 
starving demon, or as an animal. 
Egypt 

Egyptian mythology places a great 
importance upon the after-life, where 
souls protected by the proper magical 
preparations are conducted by Anubis 
into the presence of Osiris. Osiris is 
assisted by forty-two lesser deities, each 
corresponding to a province of Egypt 
and each charged with examining a cer- 
tain aspect of the deceased’s conscience. 
The deceased was required, using the 
information provided in the Book of the 
Dead, to address each judge and declare 
himself or herself guiltless of the crimes 
under that judge’s jurisdiction. Next, the 
deceased’s heart was weighed against 
the feather of Truth, and any found 
wanting were fed to Amemait (‘the 
Devourer’), a hybrid monster with the 
head of a crocodile, the mane and 
forequarters of a lion and the hindquar- 
ters of ahippopotamus. If the judgement 
passed favourably, the soul was allowed 
to proceed to the afterlife proper, which 
was very little different from everyday 
life in Egypt. The deceased cultivated 
certain lands in the kingdom of Osiris; the 
models provided in the tomb would work 
as labourers on the deceased's behalf. 


Greece/Rome 

In Graeco-Roman mythology, the soul of 
the departed was conducted by Hermes 
to the banks of the river Styx, and taken 
across by Charon in return for a coin nor- 
mally placed in the mouth of the body. 
Those who had been provided with no 
money were refused passage, and their 
souls crowded the near bank begging or 
threatening those who passed by forthe 
vital coin. Once across the Styx, the soul 
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was judged by the three Judges of the 
Dead, Minos, Aeacus and Rhadamanthys, 
and sent to the heaven of the Elysian 
Fields or the hell of Tarterus according to 
their judgement. Certain rare souls 
were permitted to drink the waters of the 
river Lethe, which erased all memory of 
any previous life, and reincarnated. 


India 

Indian mythology is very complex, and 
often the original Vedic tradition is 
mixed with elements of Buddhism. The 
kingdom of Yama is a hidden part of 
heaven bathed in supernatural light, 
where the good enjoy paradise and the 
evil are punished. Buddhism, on the 
other hand, preaches reincarnation 
without end, the only way to avoid con- 
tinuous rebirth being to achieve 
enlightenment and enter Nirvana. 


Japan 

The Japanese belief in karma, or fate, is 
part of this Buddhist tradition of reincar- 
nation, with the deeds of the deceased, 
and especially the quality of his or her 
death, influencing the quality of rebirth. 


Scandinavia 

The mythology of the Norsemen fea- 
tured the Valkyries, supernatural female 
warriors who rode over the battlefield 
on winged horses, selecting the most 
valourous of the dead and taking them 
to join the heroes in Valhalla, where they 
feasted and brawled through eternity 
until the frost giants attacked at Rag- 
narok. What became of those passed 
aver by the Valkyries is not clear; 
perhaps they were denied any afterlife. 


Sumeria 

Sumerian mythology formed the basis 
for that of the later Assyro-Babylonian 
civilisations, and the two are similar. In 
Sumerian myths the underworld was 
ruled by the goddess Ereshkigal; the 
Babylonian god Nergal invaded her ter- 
ritories and she became his wife under 
the terms of surrender. The change of 
ruler has little effect upon the under- 
world, however, although Nergal may 
have been a slightly harsher sovereign. 


LIFE-AFTER-DEATH CAMPAIGNS 
Ordeal 

The Central American afterlife requires 
the souls of the dead to undertake an 
arduous journey to find their rightful 
abode. Some mythologies feature a 
deity whose duty is to conduct the soul 
safely to the underworld, like Anubis in 
Egyptian myth and Hermes in Graeco- 
Roman tradition, and in these cases the 
journey would be less of an ordeal than 
a guided tour, and was normally fol- 
lowed by judgement. A campaign fea- 
turing this concept would require the 
soul to cross various planes and endure 
various trials before reaching the place 
of peace where the true afterlife would 
commence. The soul might have a guide 
or companion, but if the ordeal element 
is importantto the religion involved this 
companion would assume the role of an 
observer and judge rather than a body- 
guard and general deus ex machina. The 
soul undertaking the journey might be 
naked and unarmed, forced to improvise 
weapons and clothing, or might have 
only such possessions as were dedicated 


in a funeral ceremony and buried with 
the body as grave-goods (in which case 
the souls of those who died without 
proper funeral rites would either be 
unable to undertake the journey or 
would embark upon it naked and 
unarmed). The soul will have the same 
attributes and skills as the character did 
in life, and if it is killed in the course of 
the ordeal, it is destroyed permanently. 


Judgement 

A great many mythologies feature the 
judgement of the dead by one or more 
deities, to decide whether they are fit to 
enter paradise. The matter of judgement 
must be handled very carefully by the 
referee, taking into account the charac- 
ter’s conduct in life. The referee should 
attempt to role-play the deity or deities 
passing judgement, referring to Deities 
& Demigods or other source material for 
their characterisitics and personalities, 
and should look not only at faithfulness 
to alignment or to the precepts of the 
character's religion, but also at impor- 
tant details like how often the character 
offered sacrifices, how valuable these 
sacrifices were in proportion to the 
character's wealth, and so on. Remember 
that in some cases the deity sitting in 
judgement for a particular pantheon 
may be hostile towards other deities of 
that pantheon — a follower of Set, for 
example, will not be judged kindly by 
Osiris. If favourable judgement is pas- 
sed, the soul is allowed to proceed to 
paradise. Those souls which are found 
wanting may be utterly destroyed, or 
sent to a place of punishment, either for 
eternity or for a fixed period commensu- 
rate with the degree of the soul’s guilt. 
The hell will normally be the abode of 
the evil deities, demons and devils of the 
pantheon, and these entities may well 
be at war with the ‘upper’ gods. A soul 
sent to a hell permanently should be 
treated as belonging to these evil beings. 


Reincarnation 

Judgement may be followed by reincar- 
nation, the type of rebirth depending 
upon the outcome of the judgement as 
in the Chinese and Japanese beliefs 
detailed above. Judgement might affect 
reincarnation in other ways — those not 
worthy of paradise might be sent round 
again, or on the other hand life itself 
might be the paradise and those unworthy 
of reincarnation may be sent to hell. 


Spirit Life 

This concept is especially popular in 
shamanistic cultures which believe that 
natural features such as trees, rivers and 
rocks each have an individual spirit. The 
soul goes to a plane which is close to the 
physical world (similar to the Astra/ and 
Ethereal Planes in AD&D), becoming 
invisible to the living but able to see and 
commune with the other spirits. Ancest- 
ral spirits will tend to remain in the territ- 
ory of their descendants, and can cause 
unpleasant hauntings if not placated 
with rituals and food-offerings. They can 
sometimes be persuaded by a shaman 
to help their descendants by interceding 
with the nature spirits on their behalf. 
The spirit-life is difficult to fit into the 
structure of many existing FRP games; 
it might be possible to treat the spirits as 
a type of Undead, but the prospects for 
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player character spirits are limited. 


Undead 

Certain types of Undead are humans 
whose souls are trapped in the world of 
the living for some reason — this applies 
particularly to the ‘ghost class’ Undead, 
such as wraiths, spectres, ghosts and 
poltergeists. These souls have been pre- 
vented from going to the afterlife, and 
this may be partly responsible for their 
hostility towards the living. The referee 
should rule on what happens to these 
souls when the Undead form is destroyed 
in battle or exorcised — for example, it 
may be that the destruction of the 
Undead in battle will release the soul to 
go on its way, while exorcism or other 
clerical action might damn or destroy 
them utterly. On the other hand, the 
souls of these individuals might already 
be irretrievably damned, facing them 
with a choice between their dreary half- 
life and an eternity of torment. Most of 
the ‘ghost class’ Undead are intelligent, 
and this kind of insight into their cir- 
cumstances and motives might help the 
referee to role-play them convincingly. 


Soul Theft 

Certain monsters, such as night hags, 
make off with a victim’s soul if success- 
ful in an attack. In most cases, the fate of 
the soul is already detailed in the 
appropriate monster description — night 
hags turn the souls into larvae, which 
they trade to demons and devils, who in 
turn use them to make imps and quasits. 
There are a number of possibilities here 
for action not only in the lower planes 
but also upon return to the world of the 
living in the form of a familiar, sum- 
moned being, or whatever. 


Soul Debt 

Some characters may have established 
contracts with devils, demons or similar 
beings, promising the character's soul in 
exchange for certain powers or services. 
Additionally, all those who worship 
devils or demons (and, at the referee’s 
discretion, evil deities) will have dedi- 
cated their souls to these beings, and 
those who are offered as sacrificial vic- 
tims to these beings will likewise be 
dedicated to them unless their own deity 
sees fit to intervene. These souls will go 
directly to the abode of the being to 
whom they are dedicated —in the Abyss, 
they become manes, in the Hells, lemures 
or nupperibos. After a certain time, usu- 
ally many thousands of years, they may 
be used to make other evil creatures. 
The AD&D Monster Manual states that 
manes can be used to form shadows or 
ghasts while lemures are made into 
wraiths or spectres, but the individual 
referee may prefer to keep the Undead 
separate from demons and their kin, and 
rule that these minor beings may be pro- 
moted to full lesser demon or devil 
status after the passing of several 
thousand years if they are found suitable. 


CONCLUSION 

| hope these notes will prove interesting 
and thought-provoking. Lastly, this 
article seeks only to explore a few ideas 
in mythology and FRP gaming, and is 
not intended to offend against anyone’s 
own beliefs about religion and life after 
death.O 


MICROVIEW 


Microview is an alternate monthly column for computer game reviews and game-aid programs, edited 


by Russell Clarke. 


GROW YOUR OWN PLANETS 


ACRETE, by Steve Gilham is a gigantic 
program of Cosmic evolution that pro- 
duces results compatible with current 
day science. It is written in Microsoft 
Basic (actually on an IBM PC), but is 
readily convertible to other machines 
that have more than thirty column dis- 
plays using the notes that accompany 
the program. 


The program accompanying this article 
is a simplified version of a program cal- 
led ACRETE designed by Dr Stephen Dole 
of the Rand Corporation, the results of 
which were published in the astronomi- 
cal journal /carus in 1970. It generates 
solar systems. It takes the planets that jt 
has generated, and works out the most 
obvious properties, such as the year, the 
temperature, etc. The information used 
to derive these quantities is either stan- 
dard theory, or can be foundin Dr Dole’s 
book Habitable Planets for Man (Elsevier 
Press, 1970). 

The program grows planets starting 
from a cloud of gas and dust circling a 
central star. One at a time small bodies — 
asteroid size — are introduced into the 
dustcloud in elliptic orbits. The body 
sweeps up all the dust crossing its orbit, 
and any nearby dust which its gravity 
can bring to it. If it grows large enough, 
it can also capture the gas (hydrogen 
and helium) from its vicinity. The program 
then assumes that once gas starts to be 
captured, an amount of gas usually equal 
to 25 times the mass of dust is captured. 

When the planet has stopped grow- 
ing, another oneis started. If two planets 
should have orbits that cross, they are 
assumed to collide, and the new planet 
allowed to grow by its gravitational 
attraction. Like the original ACRETE 
program, this program does not gener- 
ate moons, or determine atmospheres. 

| wrote the program on an /BMPCwith 
128k store, but the actual code only takes 
up 6k when stored on disk, so it should 
be usable on most machines with 16k or 
more. The symbol * denotes taking pow- 
ers, and EXP and LOG are the mathemat- 
ical functions e*x where e=2.718... and 
natural logarithms (In). 


What the Program does 

Lines 10-20 clear the screen and put it 
into high-resolution graphics mode. 
Line 30 initializes the random number 
generator. Lines 40-100 input the basic 
details of the system. Lines 110-190 
actually put the dust into the cloud, each 
element of the array holding the dust in 
a band 0.1 AU wide (1AU is the radius of 
the Earth’s orbit). A range of orbits up to 
50AU out is allowed (compare Pluto at 
just over 30AU). The program works 
internally using a mass equal to 1.0E-4 
of the Sun’s as a unit, but all output is in 
terms of the Earth’s mass (0.03 of the 
internal unit). LIne 200 works out how 
luminous the central star is, in terms of 
the Sun’s brightness. This assumes that 
the star is a normal or ‘Main Sequence’ 
star, not a white dwarf or a giant. 


The main loop that grows a planetisin 
lines 250-400; lines 280-330 being an 
optional way of checking how the sys- 
tem is growing while the program is 
working. The array SWP holds details of 
planet N as follows: 


SWP (N,O) — mass of dust in the planet, 
in internal units. 

SWP (N,1) —inner edge of its influence, 
in AU. 

SWP (N,2) —semi-major axis of its orbit 
(the orbit is elliptical, and the semi- 
major axis is half the length of the 
longest diameter) also in AU. 

SWP (N,3) — eccentricity of the orbit 
(how elliptical itis—O means acircle,1a 
straight line); most planetary orbits 
have eccentricities below 0.1. 

SWP (N,4) — outer edge of its influence 
in AU. 

SWP (N,5) — total mass, gas and dust, in 
the planet, in internal units. 


The string array V$(N) holds ‘r’ to denote 
a rocky or icy planet like the Earth, or 
Mars, or Pluto, and ‘g’ for a gas-giant. 
Any planet that has begun to gather hyd- 
rogen gas from the cloud is assumed to 
be a gas-giant. Gas-giants above 6700 
times the Earth in mass are large enough 
to become stars, and are denoted by ‘*’. 
When all the planets are grown, they 
are sorted into order of distance from 
the central star (line 410) and then inter- 
preted (lines 430-490), and finally a 


-schematic picture is drawn (line 500) 


before restoring the screen to text mode. 

The subroutine from line 1000 is just 
there to clear the screen between sets of 
output, so it’s easier to dump the screen 
to the printer. The first significant sub- 
routine is at line 2000. This checks 
whether the current planet has come 
close enough to any others to have col- 
lided. If it does, it determines the result- 
ing orbit, and then checks whether this 
body will collide with any others, finish- 
ing when there have been no collisions. 
If there is a collision, it checks if the new 
planet can grow further by calling the 
accretion subroutine. 

This subroutine in lines 2300-2470 is 
the key part of the program. It checks 
how widely the planet sweeps in its orbit 
(line 2320), and adds acorrection for the 
planet's gravity (lines 2350-2360). MC in 
line 2330 is the mass above which hyd- 
rogen can be captured. As dust is cap- 
tured (lines 2400-2420) the planet grows, 
and the dust cloud is depleted. 

The subroutine from line 2700 uses the 
graphics functions to give a rough idea 
of the system. The scale is logarithmic 
for clarity, and shows the planets as cir- 
cles with radius proportional to the cube 
root of their mass. The different types 
are shown in different colours. 


The Inputs to the ACRETE Program 

The inputs required by the program start 
with the seed for the random number 
generator (line 30) — this may vary from 
computer to computer — followed by a 
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description of the system under consid- 
eration. The values required are: 

1. Maximum eccentricity of the orbits 
of the bodies we insert to grow planets 
from. The smaller this value, the nar- 
rower the bands swept by the growing 
planets, and hence there will be more, 
smaller planets. Larger values mean 
fewer, bigger planets. 

2. Mass of the star in terms of the 
Sun’‘s —this should be between 0.6 and 
1.5 for there to be habitable planets. The 
program should cope with stars up to 5 
times the mass of the Sun. Stars heavier 
than 1.5 times the Sun burn out their fuel 
in much less time than it would take life 
to evolve, and smaller stars than 0.6 
times the Sun are too faint for planets to 
be warm enough without being slowed 
until one face always points towards the 
star, except in special circumstances. 

3. Amount of rocky material available 
for planet formation (usually 1). 

4. Amount of gas available, usually 1. 
The program takes into account the fac- 
tor of 25 mentioned earlier. 

The program assumes that if no answer 
is given a value of 0 is understood, and if 
the value 0 is entered, it assumes a star 
of the same mass as the Sun, with the 
normal amounts of gas and dust, and a 
particle eccentricity of 0.4. 


The Output 
The output lists the planets in the order 
of their distance from the central star. 

The first screen shows (for reference) 
the input values, the orbital radius (in 
AU), the mass of the planet in terms of 
the Earth, the eccentricity of the planet's 
orbit, and the type —r for a rocky or icy 
planet, g for a gas-giant, * for a star. 

Screen 2 gives the time taken for one 
of the planet's orbits in terms of the 
Earth’s year, the mean temperature in 
Celsius (the Earth has mean tempera- 
ture 15°C), and the inclination of the 
planet's axis to the plane of its orbit 
(23.5° for the Earth). For temperatures 
above 40°C a planet must have a large 
inclination angle (above 45°) to be habit- 
able, and will in any case have extreme 
seasons. I’ve not found a properly scien- 
tific way of generating the actual temp- 
erature range on-the planet, but if you 
wish, there are always the tables in 
Traveller book 6, or in Universe. In any 
case, moons will have to come from one 
of those sources. 

Screen 3 gives the radius of the planet 
and the resultant gravity (Earth has a 
gravity of 9.81 m/s 2), and a notation for 
the Size of the planet. The integer part of 
the number is the value for use in the 
game Universe, (my particular favourite) 
the fractional part is 1/1000 times the 
Traveller value (in decimal). 

The final screen (computed in lines 
4350-4440) gives the value of the tidal 
effect of the star upon the planet, which 
will affect the length of the planet’s day, 
the value of the day if no tidal influence 
occurred, and a guide to whether the 
planet might be habitable. ‘No’ means 


whatit says, ‘??’ is explained below, and 
‘2?’ depends on the correct amount of 
water and oxygen, and on the precise 
values of the mean temperature and 
planetary inclination. 

With this model the Earth’s length of 
day would be given as > 14.5 hours. The 
actual length of the day is greater 
because the Moon and Sun have slowed 
the spin down. The unit of this tidal slow- 
ing, I’ve taken to be equal to the Moon’s 
effect on the Earth. The Sun only has 0.2 
as much effect. If the total tide acting on 
a planet is much above 1.5 the day will 
be very long, and the nights will be much 
colder than the days, leaving the planet 
not very habitable, if the sun’s effect is 


Sample Print-Out 
Maxe: 4 Stellar mass: 
Dust: 1 
Planet Orbit 
| 


20.217 


Tempe 
637 
370 
134 
7 
-88 
-160 
—204 
192.118 —224 
Radius(km) g(mvs°2) 
2658 2.728 
3.729 
10.409 
13.707 
24.751 
28.889 
25.952 
15,792 


Sun tide 
174853.1 
3742.981 
29.781 
.357 
1.147 
.006 

0 

0 


Day> oe 
191 


Star Types and Masses 
Mass (Sun= 
Average 


Percentage 
Spectral Type 
M : 


99(01-90) 
99(91-00) 


0.2 
0.6 
0.9 
1.2 
2 

6 
32 


A roll of 00 means a non-Main Sequence Star, either a red 
giant, which will have swollen to engulf its innermost 
planets, or a white dwarf, which is the next stage of a star's 
life after being a red giant. 

Dealing with either of these cases is beyond the scope of 
the ACRETE program. 

Stars above 60 solar masses are unstable, and are unlikely 
to have planets. Other evidence means that itis unlikely that 
stars above 1.25 solar masses have planets. Stars may exist 
down to 0.02 solar masses, but they are generally too faint to 
observe, so we don’t know how frequent they are below 0.2 
solar masses (M5 type). 


CLS 

SCREEN 2 

RANDOMIZE 

DIM STO (500), SWP (25,5), VS(25), HLD(25,5),U$(25) 
INPUT “maxe ",E: INPUT “stellar mass ",MS:INPUT 
“dust” ,D:INPUT “ gas ",G 

IFE=OTHENE =.4 


=R’.33) 
Bee D’*1.5*R*R*EXP(-5!*U) 


SM=STO(500) 

IN=3*SQR(LS):IN=INT(IN): IFIN <.5 THEN IN = 1 

IF STO(IN) < SM THEN SM=STOIIN) 

SM=SM/2 

Se MS:4:IF MS <.4 THEN LS = 
=0 


REM 
REM startiteration 
REM 


GOSUB 2500 
SWP(N,3)=E*RND:SWPI(N,O)=0:VS(N)=“r” 
SWP (N,5)=0 

IF SWP(N,3) > 1 THEN SWP(N,3)=1 

FORKK = 1TON-1 


23° (MS=2.3) 
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dominant. If a planet’s moons dominate 
its tides, and itis slowed by them, then it 
may keep one face facing its largest 
moon, just as the Moon faces the Earth. 
In that case, if the moon is close enough 
that its orbit is less than about 4 days, 
then the planet can be habitable even 
with strong sun tides. The upper limit 
comes when the actual ocean tides 
become too destructive. Planets marked 
‘2?’ under the suitability column would 
need a large close moon like this to be 
habitable. A similar type of planet could 
also exist as the moon of a gas-giant in 
the otherwise habitable temperature 
zone (-14 to 65°C). 

As an example of the use of the prog- 


PRINT KK,SWP(KK,2),SWP(KK,5)/.03 
NEXT KK 


GOSUB ro 

GOSUB 200 

IFN= Oe THEN GOTO 410 

GOTO 250 

GOSUB 2900 

GOSUB 1000 

PRINT “ ‘maxe” er “stellar mass ",MS:PRINT “dust”, 
D,"gas ",G*D/25 

PRINT “” :PRINT"#",“orbit”, “type” 
FORI=1TON 

PRINT 1,SWP(1,2),SWP(1,5)/.03, SWP(1,3), VS(I) 
NEXTI 

GOSUB 1000 

GOSUB 4000 

INPUT “picture”, PIC 

GOSUB 2690 

INPUT “winddown", PIC 

SCREEN O: WIDTH 80: STOP 


“mass”,"e", 


REM next screen 
INPUT “next screen” ,PIC:CLS:RETURN 
REM 
REM collisions and aftermath 
IF N> 1.5 THEN RETURN 
FORK=1TON-1 
IF SWP(N,4) < SWP(K,1) THEN GOTO 2210 
IF SWP(K,4) < SWP(N,1) THEN GOTO 2210 
PRINT “COLLISION” K “AND” N 
H=SWP(N,5) *SQR(SWP(N,2)*(1-SWP(N,3)* 
SWP(N,3))} 
H=H+SWP(K,5)*SQR(SWP(K,2)*(1-SWP(K,3)* 
SWP(K,3))) 
SWP(K,5)=SWPIN,5)+SWP(K,5):H=H/SWP(K,5) 
SWP(K,0)=SWP(N,0) +SWP(K,0) 
KF=SWPI(N,3):IF KF > SWP(K,3) THEN KF=SWP(K,3): 
SWP(K,3)=RND* KF 
SWP(K,2)=H* H/(1-SWP(K,3)* SWP(K,3)) 
GOSUB 2300 
N=N-1 
IF K=N THEN GOTO 2020 
FOR L=0 TO 5:SWP(N+1,L)=SWPI(K,L): NEXT L:V$ 
(N+1)=VS(K) 
FOR L=0 TO 5:SWPIK,L)=SWP(N,L): NEXT L:VS(K)= 
VS(N) : 
FOR L=0 TO 5:SWP(N,L)=SWP(N+1,L): NEXT 
L:V$(N)=V$(N+1) 
Nie OTOS: SWP(N+1,L)=0:NEXTL:V$ 

+1)= 
Gord 2020 


REM accretion 
RA=SWPIK,2)*(1+SWP(K,3)):RP=SWP(K,2) 
*(1-SWP(K,3)) 

MC=.12*(RP*-.75)*(LS*.375) 
SWP(K,5)=SWP(K,0):IF SWP(K,0) > MC 
THEN SWP (K,5) = MC +G*(SWP(K,0)-MC) 
KF=.1*((SWP(K,5/MS)*.25) 
SWP(K,1)=RP-KF:SWP(K,4)=RA+KF 
IM=INT(10*SWP(K,1)+.5):IX=INT(10* SWP 
(K,4)+.5) 

IFIM <INTHENIM=IN 

IF 1X > 500 THEN IX = 500 


DM=0 
FOR |=IM TOIX:DM=DM+STO(I):STO(I)=0: 
NEXT! 


SWP(K,0)=SWP(K,0)+DM 

IF DM > SM/2 THEN GOTO 2340 

IF SWP(K,0) > MC THEN VS(K)=“ 
SWPIK,5)=SWP(K,0):IF SWP(K,0) > MC 
THEN SWP(K,5) = MC +G* (SWPIk, 0)-MC) 
IF Swe 5) >200 THEN V$(K)= 


REM position of next nucleus 
SUM=0 


PRINT” " 

FOR I=IN TO 500 

SUM=SUM+STO(I) 

REM X=70+90*LOG(I-.5):¥Y=70+90* LOG(I+-.5) 
REMIF STO(I)>0 THEN LINE (X,100)-(Y,100) 
NEXTI 

PRINT SUM/.03 “LEFT” 

IF SUM < SMTHEN GOTO 410 
SUM=SUM*RND 

FORI=IN TO 500 

SUM=SUM-STO(!) 


R=1/10 

IF SUM <0 THEN GOTO 2650 
NEXT! 

N=N+1 


SWP(N,2)=R 
RETURN 


ram I've included some sample output. 
This run takes the usual values of the 
mass of the star, the amount of dust, and 
so on. We have a system of 8 planets, 
two small ones close to the star, one 
probably like Venus, a large planet 
which gets a ‘?’ result, and 4 gas-giants. 
Planet 4 has a high tilt, andis coolerthan 
the Earth, so will be somewhat Arctic in 
nature, as if the Tropics had been 
removed, and the rest of the Earth’s cli- 
mates moved down a bit. With just over 
twice the mass of the earth, the gravity 
is fairly high — about 1. 4g — and for 
Traveller, the planet is size 9. The day is 
anything above 13 hours long, depend- 
ing on moons. 


REM picture 
CLS 


SCREEN 1 
SCL=300/LOG(50/.3):KK=10-SCL*LOG(.3) 
LINE (10,100)-(310,100) 

FORI=1TON 

IF SWP(1,2) < .3 THEN GOTO 2860 
X=KK+SCL*LOG(SWPi(I,2)) 
RA=SWP(I,2)*(1+SWP(I,3)):RP=SWP(I,2)* 
(1-SWP(1,3)) 
Y=KK+SCL*LOG(RP):Z2=KK+SCL*LOG(RA) 
IF SWP(1,5) < SM THEN GOTO 2860 
R=10*(SWP(I,5)=(1/3)) 

LINE (Y,140+1)-(Z,140+1):COL=1 
MC=.12*(RP=-.75)*(LS*.375) 

1F SWP(1,5) > MC THEN COL = 2 

IF SWP(1,5) > 200 THEN COL=3 

CIRCLE (X,100),R,COL 

NEXT! 


REM sorting 

FORI=1TON: M=0R=55: 

FOR J=1 TON: IF SWP(J,2)>R THEN GOTO 
2950 

IF SWP(J,5) < SM/2 THEN GOTO 2940 
R=SWP(J,2):M=J:GOTO 2950 

N=N-1 

NEXT J 

FORL=0TOS 
HLD(I,L)=SWP(M,L): NEXT L 

US(I)=VS(M) 

SWP(M, al 60:NEXTI 

FORI=1TON 

VS(i)= USI) 

FORL=0TO4 
SWP(I,L)=.001*INT(1000*HLD(I,L)) 
NEXT L 

SWP(I,5)k=.00003*"INT(1000, mya 
US(I)="?" IF VS(I)<>"r" THEN US(I)="NO” 
IF SWP(1,5) < 9/1000 THEN US(I)= “no” 
NEXT! 


REM secondary quantities 

CAPA ee eee eg Gane 
FORI=1 TON 
YR=SQR(SWP(1,2)/MS)*SWP(I,2):YR=.001"* 
INT(1000* YR) 

T=288" (LS 35) SQR(SWP (I,2)) -273: T=INT(T) 
IN=180*(1-(RND*(2/9))):IN=.1*INT(10*IN) 
IF T<-14 THEN US(I)=“no” 

IFT >65 THEN US(I)="no” 

PRINTIYR,T,IN 

NEXTI 

A aie 


PRINT = #” 
FOR I= 1TC 
IF V$(I)}<>"r" THEN GOTO 4250:REM 
terrestrials 

R=(SWP(I, an aa) (1/3): MM=R*(27(1/3)) 


,“radius(km)”,"g(m/s°2)","size” 
N 


RN=MM*2 

IF ABS(R-RN) < .01 THEN GOTO 4200 

R=RN:GOTO4170 

SWP(I,1)=RN:R=INT(6400*RN):S= 

INT(5.672*RN) 

|F S>7 THEN S=7 

G=327*SWP(I,5)/(RN*RN):G=.001*INT 

(1000*G) 

S=S+INT(8*RN)/1000 

PRINT LR,G,S:GOTO 4320 

IF VS(I)<>" g" THEN GOTO 4300: REM gas 
iants 

ge 8:IF SWP(I, pet hana 9 

IF SWP(I,5) > 10 THEN S= 

RN=4.2952*(SWP(I,5)* "3846): IFRN <10.5 

THEN RN=10.5 

SWP(I,1)=RN:R=INT(6400*RN):GOTO 4220 

REMstars 

RN=.6946*(SWP(1,5) °5936(:S=11: GOTO 4290 

NEXTI 


GOSUB 1010 
PRINT” #","sun tide” 
FORI=1TON 
H=.020214*MS* ere 1)°4)/(SWP(I,5)* 
(SWP(1,2)°3)): H=H*H 

H=.001*INT(1000*H) 

IFH > 2 AND US(I) = "2" THEN US(I)= "2?" 
IF H > 400 THEN US(I)= “no” 

DY =2.667* SWP(1,1)/SQR(SWP(I,5)) 
DY=.001*INT(1000*DY) 
PRINT1,H,DY,US(I) 

NEXT! 

RETURN 


,"day > (hrs)",“ suitable” 


And the voice rang out, loud and clear, to summon the populace, to entreat them help us in our hour of 
need. In strident tones the question was asked: 
“Can we have our Author back, please?” 

We seemed to have mislaid our copywriter but a good-looking chap, Mr. N. Drocks, will be filling in. 


BUBBLE AND SQUEAK 


Dozens of small red eyes watched intently as 
the small silver object spewed fire as it slowly 
descended from the layer of pink cotton clouds 
far above them. They watched the roaring sheets 
of fire abruptly disappear and throw the land- 
scape into a restless silence. A few moments 
later, the silver object stood on the ground look- 
ing perilously unstable on its three thin metallic 
legs. 

They waited. 

When it seemed like the thing was either dead 
or asleep, they slithered across the blue vegeta- 
tion towards it; stopping every now and then to 
shriek at each other as caution and fear fought 
with their curiosity. Many times before had the 
Grx seen the strange creatures, that fell from the 
sky above, give birth, but, unlike the Grx, the 
parent reclaimed its young every time and flew 


back into the misty pink cloud layer that hung 
around the planet, like a cocoon of silky cotton. 

One daring young Grx hauled it's albino body 
right up to one of the creature's fragile legs. He 
flicked his tapered rear over his small pink eyes 
and touched the creature. He shrieked and re- 
coiled in disgust, the planet asked him what was 
wrong. "It’s cold and hard as well as ugly: and 
silent,"’ he replied in his frothy bubbling lan- 
guage. 

‘Now, now," said the planet. ''They are only 
poor creatures that don't know any better, and 


who knows," quipped the planet ‘they may find - 


you as ugly as you find them." Reluctantly, the 
young Grx agreed and decided to flash a telepa- 
thic loving welcome to the creature. 

After a while the young Grx realised that there 
would be no reply, ‘What a dumb creature'' he 
thought scathingly. 

‘Now, now," scolded the planet ‘‘just because 


they are not as clever as you, that does not mean 
that you are above them in my eyes, after all, 
they are living creatures and life is love and 
beauty." 

Yes'' agreed the Grx and decided there and 
then he would show these creatures as much 
love as he showed himself. The planet glowed 
with maternal pride. 

When it gives birth I will play with the child,"’ 
thought the young Grx, ‘‘Oh! I wish it would 
hurry and give birth.” 

At that moment a great hole appeared in the 
creature's side and out of that hole came a 
creature nearly thirty Grx high. 

A friend,'' thought the young Grx, as he slith- 
ered over the cold hard silver boot. 


“Goddam worms!" thought astronaut Bill 
Clarke as he crushed the long white thing under 
his heavy space boot... 


The above tale has sent £10.00 winging its way to Greenpeace, thanks to the generosity of K. V. O'Brien, Dunbar, 
Scotland, winner of the first short story award. 


Special offer to 


Gaining access to the inner sanctum of the White 
Dwarf hierarchy involved an expedition to Castle- 
ton, Derbyshire. Foolishly I thought all I had to do 
was to make an appointment, but instead had to 
follow directions supplied by the Games Workshop. 


I have never driven before (usually I use my 
broom of flying, but that would have been far too 
conspicuous for your time and planet) but soon got 
the hang of it. Anyone trying to overtake me will get 
a magic missile in their major contributions to road 
safety...be warned! 


Arriving at a charming cottage in the Pennine 
village I knocked on the door. A strange twisted 
man appeared, who ushered me in. He introduced 
himself as Dave, keeper of the Cross Key of Suther- 
land, and informed me that “we leave at midnight” 


The witching hour saw us scrambling up and 


readers. 


my broom. 


odd abyss. I soon wondered why I hadn't brought 


fully in the parts beer normally negates and said: 
“Hey Jon, got a new punter’. 


“Here we are". The “here” Dave referred to was 
a hole in the ground. We lit torches and down we 
went. No wonder Dave had this job. I had to crouch 
for a good 400 yards as we weaved our way through 
a labyrinth of rough-faced tunnels. Soon an iron- 
bound oak door confronted us. Dave inserted his 
peculiar looking key into the four-pointed lock. As 
the door creaked inwards he beckoned me to 
follow. More bloody tunnels. Suddenly it opened 
out to a cavern 


Ulluminated by strip lights and sitting on a 
throne was the High Lord Sutherland himself. He 
was dressed in a scarlet and gold robe, set off with 
matching fluffy slippers, and slouched with a Walk- 


A diatribe of expletives followed as Lord Jon re- 
gained his composure. 

“What do you want?", he squeaked, still massag- 
ing his newly-bruised bits. 

I told him that Nemesis was under my personal 
control and I wanted him to help. It involved a deal 
with White Dwarf readers (see below). 

“Okay, that's fine’, he said. “Fancy some maso- 
chism? I've got some Des O'Connor tapes", I de- 
clined. 

Having said our good byes, Dave showed me the 
way out, a lift set in a recess. We emerged in his 
front room! 

If you visit Dave, be careful where you step. I 


down steep slopes, round boulders and leaping the 


A further 10% discount is offered o: 


save you money. All cassettes are guaranteed. 


man clamped to his head. Dave kicked him play- 


turned him into a dung-beetle! 


n all programmes to White Dwarf readers. We want you to use us and we will 


We can't give you an up-to-date list here, due to copy deadlines, but with Stan the Man on our side we can get any game or 
programme you > ae Find out the Recommended Retail Price, deduct 10%, add postage rates as below, and send your 


remittance to us. P 


ease allow 28 days for delivery, but you should get it well inside that time. 


PLEASE SELECT FROM THE FOLLOWING TITLES (s) Spectrum (c) CBM 64 (b) BBC 


D&D UTILITIES 


The Quill (s) (c} 13.45 
Dungeon Master (s) 6.50 
Dungeon Builder (s} 8.75 
Computer Aided Designer (s} 5.15 
Hurg (Games Designer] (s) 13.45 
Melbourne Draw(s) 7.95 
Graphics Package (b) 8.50 
Scope 2 (s} 15.95 
Screen Machine (s) 7.95 
Spectrum Sprites (s} 7.15 
Spec Bug (s} 6.15 
White Lightning (s) 13.45 
Gaskit (c) 13.45 
Specgraph (s} 8.95 
SPECTRUM ADVENTURES 

Hulk 8.75 
Dennis thru’ Drinking Glass 5.35 
Timelords Amulet 3.60 
The Great Space Race 13.45 
Sheep in Space 6.75 
Lords of Midnight 8.75 
Johnny Reb 5.30 
Apocalypse 8.75 
Classic Adventure 6.15 
Valhalla 13.45 
Mountains of Ket 4.95 
Temple of Vran 4.95 


Lords of Time 

Quest for the Holy Grail 
Fantasia Diamond 

Ground Zero 
SPECTRUM ARCADE 
Tornado Low Level 

Titanic 

Sabre Wulf 

Beaky and the Egg-Snatchers 
Chuckie Egg 

Jonny and the Jimpys 
Piromania 

Empires 

Gilligans Gold 

Trashman 

Kosmic Kanga 

Pyramid 


CBM 64 ADVENTURES 
Evil Dead 

The Great Space Race 
Decathlon 

Beam Rider 

Hero 

Pitfall 

Hulk 

Caverns of Kafka 
Forbidden Forest 
Cavelon 


CATALOGUE 50p postal order/cheque. 


Please mention White Dwarf when replying to advertisements 


Transylvanian Tower 5.90 
Lords of Time 8.75 


Classic Adventure 6.20 
Adventures A-D each 6.95 
Quest for Quintana Roo 7.95 
Tales of the Arabian Nights 6.00 
Valhalla 13.45 
CBM 64 ARCADE 

Petch 6.95 
Ice Hunter 6.95 
Star Commando 6.95 
Revelation 6.95 
Rear Bovver 6.15 
Loco 6.95 
Quark 6.95 
Attack on Windscale 8.95 
Twin Kingdom Valley 8.75 
Beach Head 8.75 


All cheques/postal orders made 

payable to: 

NEMESIS and ANDROX LTD. 

PO Box 11, Little Fransham, 

Dereham, Norfolk NR19 2NL. 

P&P on orders £10.00 or less is 75p 
£10.00-£20.00 is £1.00 
over £20.00 no charge 


P.S. WELCOME TO N. DROCKS 
Quite by chance, I was passing through the 
pleasant Norfolk countryside along the A47, 
somewhere between Swaffham and Dereham, 
when I noticed a bespectacled chap jumping up 
and down whilst pulling hair from his head. I 
pulled over and enquired ‘What's up?"' His eyes 
focused on me and after a how! of dismay, started 
crying. 

"There, there, it can't be that bad."’ 

"But it is, it is." He blubbered. 

"What's the problem?" 

Amid snuffles and sniffles he told me that his 
copywriter had disappeared, and what with copy 
deadlines and catalogue updates and pressure 
from the bank it was the last straw. Another 
dismal howl rent the air. 

“Ts that all? I'll do it for you." I said. My sandals 
did not cover my feet well enough to prevent him 
from slobbering on my toes. 

So here I am, in sole charge, and as soon as my 
employer has returned from the rest home he'll 
take over again. Of course he never will, and of 
course the copywriter will never be seen again 
(see issues 56/57]. Revenge needs no artificial 
sweeteners. 


..and now a word from our sponsors, ‘Where's those bloody orders?" 
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White Dwarf, RuneQuest, Dungeons & Dragons, Warhammer, 
Fighting Fantasy, Citadel, Car Wars, Avalon Hill. 
Games Software for Atari Spectrum and Commodore 64 
and hundreds more games and accessories from: 


Games Workshop 
Games Workshop 1 Dalling Road, Hammersmith, W6 Games Workshop 
Unit 37, Birmingham Shopping Centre Tel: 01-741 3445 12 Marsden Way, Arndale Centre 
Birmingham Bz. Tel: (021) 632 4804 Open Mon-Fri9.30am-5.30pm Manchester. Tel: (061) 832 6863 
Open Mon-Sat 9.30am-5.50pm Late night opening Thurs. till 7.30pm Open Mon-Sat 9.00am-5.30pm 
Nearest Tube: Ravenscourt Park 


Games Workshop Games Workshop 
41a Broadwalk, Broadmarsh Centre 95 The Moor, Sheffield 
Nottingham. Tel: (0602) 585744 Tel: (0742) 750114 
Open Mon-Sat 9.30am-5.30pm Open Mon-Sat 9.30am-5.30pm 


=GA MESMASTER 


THE MOST COMPREHENSIVE RANGE OF FANTASY 
FIGURES, BOARD GAMES, AND COMPUTER GAMES 
IN SCOTLAND & NORTHERN ENGLAND. 


Open in: 


OPEN NOW 
GLASGOW: 


536 Great Western Road 
Glasgow G12 8EL 
Tel: 041-334 1584 


EDINBURGH: 

13 Forrest Road 
Edinburgh EH1 20H 
Tel: 031-226 3354 


NEWCASTLE: 

97 Pilgrim Street 
Newcastle-upon-Tyne 
Tel: 0632 322418 
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Chapter 7:The Weapon 
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A Superhero Adventure for 2-4 Characters 
For use with Golden Heroes or Champions by Marcus L Rowland 


REFEREE’S NOTES 

Data relating to a specific game is preceded by that game’s initials, eg 
Ch = Champions and GH = Golden Heroes. Unless otherwise stated 
all ‘normal’ NPC’s have some ability with any weapons carried, eg: 
Ch: +1 skill each weapon, GH: Weapon Class 2 each weapon and have 
average or near-average characteristics. Players must use their own 
characters. 


PLAYER’S INFORMATION 

While relaxing in their headquarters, the team are surprised to see a 
glowing silver sphere materialise. After a few seconds it vanishes, 
revealing a book-sized metal block with an oily sheen, featureless 
except for a carrying handle. 

All the characters ‘hear’ a telepathic voice say: 

‘Lam unit fifty-four bG. Good-day. Please stand by for an important 
announcement.’ 

After a few seconds a different ‘voice’ is heard, apparently that of 
mature woman. 

‘Please don’t be alarmed. This box is an organic computer and time 
machine. | am recording this message in our year 3936 — by your 
reckoning, 8457 AD. Our civilisation is fighting for its survival, against 
a foe determined to extinguish all life. Ayear ago we discovered atime 
travel technique, which brought most of our recent victories, but the 
enemy captured a machine and duplicated our method. We have 
detected an enemy robot travelling downwhen past your era, and 
believe it terminated in the recent past, probably at the end of your last 
century. Our machines are capable of such a journey, but no human 
could withstand the contra-evolutionary pressure it would entail. A 
mindless ape would reach the nineteenth century. However, if you 
were to accept this mission the short journey would involve only a 
little discomfort. We cannot tell what the enemy intend but suspect 
some subtle interference with human evolution or progress. 

If you wish to help us the computer will control your passage to the 
nineteenth century, and help locate and destroy our enemy. Remember, 
the fate of your own era may be at stake, as well as ours.’ 

Asecond later a 4’ tall image of a cartoon mouse appears by the box, 
dressed in a super-costume and cloak. It says ‘Hi again —|'m unit fifty- 
four, but please call me Benjy. | hope we're going to enjoy working 
together. As soon as you’ re ready I'll start the time jump.’ 


REFEREE’S INFORMATION 
This scenario involves time travel and time paradoxes. To keep things 
controllable, no players should start with any time travel ability. 

Far in the future, the human race is fighting a desperate space/time 
war against malevolent fighting machines, whose only desire is to 
destroy all life-forms. Time travel is used to reverse some enemy vic- 
tories, butis timited and often unreliable. Maximum range for human 
travellers is just over 147 years into the past, any further travel causes 
irreversible brain damage. Robots don’t have this limitation. 

Unfortunately the enemy learned the time travel secret, and made 
several attempts to destroy the human race before the discovery of 
space flight. The defenders could detect such crude use of force and 
sent missiles downtime to nullify the enemy time machines at the 
moment they materialised. 

Recently they detected another enemy time probe, travelling back 
thousands of years. They expected the usual quick burst of destruc- 
tion, but nothing has happened except a slow disturbance of past time 
lines. This suggests that the machine is following a more subtle plan 
which will change history without immediate mass destruction. 

Humans can’t travel so far back to deal with the problem, and their 
machines are no match for those of the enemy. Accordingly they 
decided to recruit a team in the twentieth century, capable of surviving 
a short journey to the nineteenth. The team are asked to destroy the 
machine, butin reality their function is very different —if they can pin- 
point the machine for long enough for Benjy to make a report, the 
experts uptime will be able to locate its arrival point and destroy it at 
the moment it appeared. Individual team members are totally expend- 
able. Their actions will not affect history since they will have ‘never’ 
occurred, If successful the team will ‘snap’ back to the moment they 
left, with no knowledge of the time journey, but will retain experience 
and any skills acquired in the adventure. Dead team members will be 
restored to life at this moment, without experience. If unsuccessful 
they will be marooned in 1899, or return to an altered twentieth cen- 
tury, and dead team members will stay dead. The team will retain 
memories of their actions. 

Benjy is a semi-organic computer consisting of a mouse’s brain 
laminated in molecule-thick layers of plastic, with electronic enhance- 
ment. He is immune to the entropic effects of time travel. He has been 
briefed by museum, library, and film archive computers to become an 
expert on the nineteenth and twentieth centuries. Benjy has fallen in 


love with the idea of being aswashbuckling hero, despite the fact that 
he has no way of fulfilling this ambition, and can’t move unless some- 
one carries him. Benjy doesn’t know that the team are expendable, but 
could probably work it out if asked. He is passionately loyal to the 
human race and will not let this fact sway him from his duty. 

The greatest level of time disturbance is concentrated in Europe in 
December 1899, and Benjy will ask the team to disguise themselves in 
Victorian dress and change his illusory body to that of a ten-year-old 
boy ina sailor suit, to avoid attracting attention. As soon as the team 
are ready Benjy will transport them to that era, arriving in the woods 
near Vienna. All characters will have mild headaches after the journey, 
but will be unharmed. Benjy can translate telepathically for the team 
if no-one else speaks German or has this ability. 

The alien machine arrived in 1856, and has spent the years between 
recruiting human helpers. It has the support of two groups: 


The Bavarian Illuminati 

An underground power bloc seeking world control, who have agents 
in most areas and massive financial resources. The machine has given 
them advanced scientific knowledge and aided their strategic plan- 
ning, in return for occasional use of their funds and agents. 


The Brothers of Death 
Acunningly designed religion whose members worship the Machine. 
This group includes some important (mad) scientists, in particular 
Profesor Joseph Frankenstein (grandson of the famous transplant 
pioneer) and Captain Nemo, a noted marine engineer. These experts 
are producing some of the devices designed by the alien. 

Illuminati agents wear silver chain medallions with a symbol of an 


eye in a pyramid. The Brothers of Death’s symbol is actually a tetra- 


hedron and contains no eye, while the medallion is made of 
aluminium (a rare and valuable material in 1899). Most will be armed 
with guns and knives, or small bombs equivalent to 2-4 sticks of 
dynamite. 

The time disturbance is concentrated around 1899 because the alien 
robot has been forced to take some violent action in this year. Two of 
its projects have attracted unwelcome attention, and its agents are 
attempting to kill the individuals responsible. Benjy has zeroed in on 
the site of one of these attempts, the Vienna woods. 

As the team arrive they will see a man being attacked by three 
others, all four armed with pistols. The lone man calls himself Alta- 
mont. In reality he is Sherlock Holmes, as any character capable of 
telepathy or lie detection will know. All his opponents are members of 
the Bavarian Illuminati, and carry automatic pistols and poison cap- 
sules. Holmes is in Vienna at the request of Dr Sigmund Freud, who 
once cured him of cocaine addiction. One of Freud's patients, a physi- 
cist from the Vienna Institute, has suddenly disappeared without 
trace, and other scientists are also missing. 

Holmes found an Illuminati medallion in the Institute, and tried to 
find its owner by tracing the jeweller who made it. A member of the 
Illuminati (formerly of the Moriarty gang) recognised him, overheard 
his conversation with a jeweller, and arranged the ambush. 

None of the Illuminati agents have any knowledge of the robot, but 
they do know the location of the local Illuminati headquarters, in 
Vienna. This can be discovered by telepathy or interrogation or, if they 
are killed, one has a notebook with the office’s address. 


IIluminati HO Vienna (see Map 1) 

This three-storey building holds the offices of an import company, 
Transylvanian Toys. All walls are brick, all windows barred, and all 
doors are wood. All floors are tiled. The roof is slate over a framework 
of beams and slats, covered in a waterproof layer of lead and copper 
sheathing which will block x-ray vision. All rooms are fitted with gas 
lighting. 

1. Reception Hall and Stairwell. The receptionist is an elderly 
woman, an Illuminati initiate, carrying a concealed 4-shot Derringer 
pistol, with one foot on an alarm switch linked to bells in rooms 8, 12, 
and 20-24. She operates a telephone switchboard linked to rooms 7, 
14, and 21. The concealed door is locked from room 8. The staircase is 
iron, and is blocked above the second floor by a locked gate. 

2, 3,5, 10, 11, 13, 16: Company Offices and Workshops. Each 
occupied by 0-3 innocent employees. 

4, 13. Empty rooms. 

6: Warehouse. Holds approximately 47 tons of clockwork and 
wooden toys. Two crates at the bottom of the stack hold toy guns, 
which will look real to x-ray vision. 

7: Company Chairman. Dr Ludwig Holst, a senior initiate of the 
Bavarian Illuminati. He has a 20-shot machine pistol clipped under his 
chair, a switchblade in his desk drawer, and an alarm linked to room 
8. All papers in the office relate to the legitimate toy business. [> 


STRIKEBACK 


[> Attached to his watch chain are keys to the staircase gate, to the safe 
inroom 14, and to rooms 12, 19 and 20. His secretary (also an initiate) 
is unarmed, but has some weaponless combat skill: 

Ch: 10pts, Martial arts; GH: Martial arts (grappler). 

Both men know of the concealed rooms in the building, and that the 
missing scientists have been kidnapped and taken to Roumania via 
Transylvania, but do not know the scientists’ exact location. 

8: Concealed Guard Room. Occupied by two men (typical lower- 
grade Illuminati thugs) armed with silenced automatic pistols. 

9: Workshop. Occupied by two technicians repairing clockwork 
train sets. Both are unarmed, and ordered to keep intruders out of 
room 12. They do not know what the room contains. 

12. Locked Room. Holds enough dynamite to demolish the building, 
linked to a detonation timer in 21. 

14. Printing Office. Holds a small press and an assortment of 
embossing and plate-making tools. Most of the equipment is legiti- 
mate but a cupboard holds a locked safe containing counterfeiting 
plates, stolen inks and paper etc, designed to produce forged customs 
clearance papers, passports, and permits. 

17: Dusty Room. Holds broken toys. 

18: Long Dusty Room. This is an archery range. Several arrows with 
rubber sucker tips are attached to targets at the north end of the room. 


MAP 2 
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GROUND FLOOR 


SCHLOSS FRANKENSTEIN 


Some toy bows and arrows lie on a table in the SW corner. A locked 
cupboard against the east wall holds more substantial targets, 
sandbags and four silenced military rifles equipped for sniping 

19: Room. Full of broken toys and furniture. There are faint tracks in 
the dust, leading to a locked concealed door to room 20. 

20: Illuminati Meeting Room. Six curved tables encircle a tiled 
mosaic of an eye in a pyramid, surrounded by golden rays. On the 
north wall is a map of the world, with flags indicating various regional 
headquarters in Washington, London, Rome, St Petersburg, and other 
major cities. There are two different flags, with a tetrahedral symbol, 
in Roumania and in the Adriatic. Thereis a gallery 3 metres above the 
floor, leading to some attic rooms. 

Unless a meeting is in progress (5% chance by night, no possibility 
by day) the lower area will be empty, but there will be three guards 
armed with silenced rifles and pistols on the upper gallery. 

The Illuminati take great care to destroy all notes and papers after 
meetings, and nothing significant will be found. 

21: Small Communications Room. Holds an anachronistic radio 
transmitter (built from plans supplied by the alien machine), a tele- 
phone, and a complex cipher machine. There are two armed guards 
(as 20) and aclerkinthe room. The radio clerk will set fire to all the pap- 
ers in the office at the first hint of trouble. This will take 30-90 seconds. 


STRIKEBACK 


A locked box on the wall inthe NW corner holds atime clock linked to 
two wires (down to 12). A locked compartment of the cipher machine 
holds two decoded messages, both in German, awaiting collection by 
the senior initiate of Vienna (currently on business in Berlin). The first 
reads: URGENTLY REQUIRE ARMED SUPPORT STOP SEND EXPERI- 
ENCED MEN STOP NO TIME TO LOST STOP F 

The second says WHY NO RESPONSE TO FIRST SIGNAL STOP 
SEND EXPERIENCED MEN IMMEDIATELY STOP REQUIRE COMBAT 
TROOPS AND AGENTS WITH KNOWLEDGE OF THE SUPERNATURAL 
STOP EXTREMELY URGENT STOP FRANKENSTEIN. 

22. Guard Room. Holds another four thugs armed with silent air rifles: 
Ch: Damage 2d6/3d6, 2 shots/turn, mod -1 per 4”; GH: 2d6+1 HTK, 
1d6+2 HTC, 1 shot/frame, WC-1. 

There is a trap door to the roof over the NW corner (invisible from out- 
side) and a rolled rope ladder fixed to a beam, long enough to reach 
the ground. 

23,24: Soundproof Cells. 23 is empty, 24 holds two drugged physi- 
cists awaiting shipment. 

Notes: The team should soon realise that their next destination is 
Roumania. If present, Holmes will suggest using his ‘Continental 
Bradshaw’ (a combined railway timetable and guidebook) to learn 
more about Roumania and Frankenstein, and will discover a Schloss 
Frankenstein in Transylvania. 

Some more research will show that there is a Schloss Frankenstein 
in Roumania near the Adriatic coast, about 900km east of Vienna. 


Schloss Frankenstein (Map 2) 

This small castle was built in the 14th century and is now on the verge 
of collapse. The upper floors are filled with a jumble of building blocks 
and stones, forming a thick and dangerously unstable roof over the 
occupied areas. Any attempt to burrow or blast through this roof will 
bring down 2d6 tons of rubble. One tower is partially intact, but the 
roof has collapsed to fill the top floor with rubble. A recent addition is 
a huge shed behind the castle, ostensibly a mushroom farm but actu- 
ally a surface structure over a submarine pen. 

The current Baron Frankenstein is an exile from Transylvania, 
forced out by his parent's reputation. His father bought and named an 
old fort after his lost estates. He worships the alien machine, and has 
devoted his life to serving it. For several years he and his accomplices 
have been ‘recruiting’ (actually kidnapping) a staff of scientists and 
workmen, and fitting them with machine-designed neutral control col- 
lars which turn humans into helpless slaves. These slaves built an 
advanced submarine, the Nautilus, to the machine’s directions. 

Recently Frankenstein kidnapped a woman with an extremely odd 
secret — she is one of the lovers of a Doctor Corday, better known as 
Count Dracula, who met her while travelling through Roumania. 
Dracula tracked her to the castle, but so far has been unable to enter 
and free her. He is attempting to recover her by kidnapping and tortur- 
ing the castle staff when they leave the building, but unfortunately 
tends to kill them before he learns much. The castle occupants now 
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suspect the presence of a vampire, and are taking various precautions. 
He has hidden his coffin in the woods to the north of the castle. 

Dracula has no reason to join forces with the team, but will try to fol- 
low them and take advantage of any confusion they cause to free his 
lover and wreak suitable vengeance. If the team get in his way, that’s 
their problem. 

Ideally the team should assault the castle at night. 

1: Entrance Courtyard. A cobbled area approached by a stone 
bridge over a stream-fed moat. To one side is an unoccupied stable 
(2), to the other a shed holding a broken cart (3). The gates are thick 
wood reinforced with iron straps, and are always locked. Cloves of 
garlic are nailed outside. There are three guards, all armed with shot- 
guns. No windows overlook this yard. 

4: Gated Passage. Mined to let the roof collapse to bring down 14 
tons of rubble. Detonation controlled from 6a. 

5: Central Courtyard. Empty, covered by machine gun posts in var- 
ious rooms (see below). There is a large ornamental fountain in the 
centre of the yard, dry with a 50cm high rim, mined with explosive 
charges equivalent to 20 sticks of dynamite and controlled from 6b. 

6a, 6b: Machine Gun Posts. Each room holds two thugs running a 
tripod-mounted Gatling gun: Ch: 2d6+2/9d6, -1 per 5”, 300 shots, 
Def 4, Body 3; GH: 2d6+3 HTK, 2d6 HTC, 4 shots/frame, WC-1. 

The guns normally fire out through the windows, but can be swung 
round to cover the doors. Each thug also carries a revolver. The thugs 
also control the detonators mentioned above. 

7: Small Lobby. Guarded by two men (machine worshippers) with 
heavy pistols and sabres. Both wear necklaces of garlic and carry mir- 
rors and crucifixes in their pockets. 

8: Old Stone Staircase. Leads to a locked door, which holds back 2d6 
tons of stones and rubble. 

9: Entrance. Formerly a small tower. The outer door is festooned 
with garlic, and connected by wire to an improvised arbalest firing a 
thick wooden stake at the doorway: Ch: 3d6/6d6, -1 per 1”, 1 shot, 
weapon Def 4, Body 5; GH: 2d8+1 HTK, 2d6+2 HTC, 1 shot, WC-0. 

A single machine worshipper armed with a crossbow (wooden 
bolts) guards the room. 

10: Passage. Patrolled by two thugs armed with shotguns. 

11, 12: Slave Quarters. Each holds 3d6 men and women, all wearing 
steel collars fitted with small metal boxes. Unless the collars are 
removed the wearers will obey any order but will show no initiative. 
They cannot talk or fight. Each collar holds some neutral control cir- 
cuitry (obviously of anachronistic design), a small battery, and a 
shaped charge of plastic explosive. If the collar is removed or 
destroyed without disconnecting two inconspicuous wires (covered 
by several others) the charge will explode and decapitate the wearer. 
They can also be detonated by radio signals. Ch: Collar makes 40ECV 
Mind Control attack, always on, explodes as 6d6 killing attack on 
wearer, 2d6 killing attack on others, Def 5, Body 5; GH: Collar makes 
EGO 15 mental attack each frame. Explodes as hand grenade; x3 dam- 
age to wearer. 3 HTK to destroy. > 
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STRIKEBACK 


> One of the occupants of 12, one Magda Slozeny, is Dracula’s secret 
lover. She is not ill, but shows slight signs of her coming conversion 
to undeath (pallid skin, hatred of religious artifacts, and enlarged 
incisors) although she does not yet have vampiric powers. 

13: Kitchen. Occupied by an unarmed machine worshipper and 
three slaves cooking gruel. 

14: Small Shrine. Converted to machine worship. On a dais is a 
metre-high aluminium tetrahedron, a replica of the robot. In front of 
the dais is an altar, bearing a dead cat. Around the walls are murals 
showing a tetrahedron floating in the air, radiating glowing beams 
which are killing men, women and children. Two fanatics tend this 
altar, armed with spiked spanners (treat as maces) and revolvers. 

15: Microbiology laboratory. Scientists are developing various dis- 
ease cultures, notably influenza, smallpox and scarlet fever. Once the 
machine has made enough changes to rule out intervention from the 
future these will be released, to spread across Europe. Three scientists 
work in the area, assisted by two slaves wearing control collars. All are 
unarmed, but can reach bottles of acid and other chemicals. 

16: Electronics Laboratory. Various components, most wildly ana- 
chronistic, are spread around the room. Characters with suitable 
knowledge will recognise parts for lasers, radio transmitters, and the 
collars worn by the slaves. There are two technicians in the room, one 
unarmed while the other carries a machine pistol. 

17: Power Room. A small petrol engine operates a DC generator, 
which powers equipment in various parts of the castle. 

18: Transmitter Room. Two men tend a radio transmitter and cipher 
machines. Papers around the room are mostly unimportant but 
include originals of the two messages received by the Vienna 
\Iluminati, and a note giving a daily transmission schedule, signed 
‘Nemo’. The next signal will be transmitted in two hours. Both men are 
unarmed and will attempt to burn all the papers before fighting. 

19: The Brothers’ Dormitory. Empty. 

20: Frankenstein’s Laboratory. Approached by two thick barred 
doors. In this old turret the leader of the worshippers is attempting to 
fulfil an old family ambition — the creation of life. In deference to his 
faith, however, the creature he is trying to create is an amalgam of 
man and machine, and will be a perfect killer. The current prototype 
has retractable steel claws, bionically enhanced strength, and a com- 
puter brain built to the alien machine's specifications. Other features 
of the room are an operating table, a high-voltage generator linked to 
various live cables, and two wooden galleries 4 and 8 metres above 
the floor. Frankenstein is normal apart from his intelligence, scientific 
knowledge, and insanity, and is armed with four scalpels and a small 
radio transmitter which will detonate the collars worn by the slaves. 
As the creature attacks intruders Frankenstein will retreat to the gal- 
leries, throw furniture and equipment at anyone who approaches, and 
threaten to detonate the slave collars if he is attacked. He has a single- 
shot Derringer pistol in his left sock. His desk is on the upper gallery 
and holds various papers, in particular a diary describing a complex 
scheme to bring about a major war (tentatively scheduled for 1904) 
followed by epidemics and an eventual end to civilisation. Several 
notes mention the Machine (always spelled in capitals), Nemo, and 
the construction of the Nautilus, which will apparently try to intensify 
the war by sinking neutral vessels. The last entry is for the previous 
day and mentions the departure of the Nautilus, carrying the machine 
on a routine test cruise to the Adriatic. 

21: Wrecked Tower. Several slaves are buried under the rubble. 

22: Tool Store. Holds an assortment of saws, drills, metal punches 
and other metal working machinery. Behind the shed is a stack of com- 
ponents, including metal plates, girders, drums of wire, etc. 

23: Generator. A powerful diesel generator, used to power the sub- 
marine pen’s lighting, cranes, etc. Behind it stand two large drums of 
diesel fuel. 

24: Large Wooden Shed. Has a concrete floor, holding a ten-metre 
deep pool of water. The NE end of the pool opens into a tunnel leading 
to a canal a hundred metres downstream from the castle. The canal 
bed has been dredged to 9 metres. Further north the canal joins a river 
leading to the Adriatic. 

Facilities in the shed include two small cranes (a), three torpedoes 
(b) of the Bruce-Partington design, and several crates of machinery 
and spares (c). There are seven guards in the shed, six armed with 
bolt-action rifles, grenades, and revolvers and one carrying a pack 
flame-thrower loaded with anachronistic napalm ammunition: 

Ch: Damage 2d6+2 Killing (Energy), -1 per 2”, 6 shots, burning con- 
tinues d4+1 segments, not extinguishable by water. Def 5, Body 7. 
See Champions II fire rules. GH: Damage 1d10 HTK for 2-4 frames, 1d6 
HTC, 1 shot/3 frames, WC-1. 

The flame-thrower user will try to ambush as many people as pos- 
sible, by hiding behind the crates until the team close in. The weapon 
is notimmediately recognisable since it simply resembles a knapsack 
with a hose, and might be a fire extinguisher or gas spray. 

On top of one of the crates is a leather folder holding deck plans of 
the Nautilus, and several pages of notes and specifications. There is 
no key to the diagram. The technical jargon used is obscure and sev- 
eral pages are missing, but readers will gather the impression that the 
Nautilus is a startingly anachronistic vessel —larger than any contem- 
porary submarine, faster, equipped wtih multiple torpedo tubes anda 
deck gun, and apparently requiring no fuel. Characters able to sense 
or detect radiation will find faint traces around the shed. 

Once characters have dealt with Schloss Frankenstein they should 
realise that the Machine is somewhere at sea, but makes occasional 
radio contact with the castle. Characters with appropriate senses or 
skills (eg, a scientist able to turn the castle radio into a direction finder) 


will be able to pinpoint the Nautilus for interception. Alternatively, it 
leaves a faint radiation trail in the water which might be followed. 


The Nautilus (Map 3) 

This nuclear submarine has been built to the Machine's specifications, 
with comfort and safety of secondary importance. It is cold, poorly 
ventilated, and has minimal shielding on its reactor. The crew are 
fanatical machine worhippers, and glory in their sacrifice. The hull is 
thick steel (as armoured car sides) with interior bulkheads and hatches 
equally thick. All hatches have servo-motors and can be opened or 
closed electrically. The vessel weighs 850 tons, and is capable of 
speeds up to 45KPH (28MPH). 

1: Conning Tower. Supports a periscope and radio mast. There is 
normally one watch keeper on duty. 

2: Deck Gun. Fires small rocket missiles. Ch: 4d6 Killing, 1 per 5”, 
4 shots/clip, Def 6, Body 8. GH: 4d6 + 6 HTK, 6d6 + 8 HTC, WC1. 

If the crew are warned of an attack they will either dive or man the 
deck gun and prepare for battle. The deck gun has a crew of three. 

3: Main Control Room. This compartment normally holds four 
sailors, all fanatical machine worshippers armed with cutlasses and 
daggers. Facilities include a gyrocompass, a jury-rigged and unreli- 
able inertial navigator, the periscope, and other normal submarine 
equipment. All the controls are linked electrically, not mechanically, 
and characters should be able to notice that this implies the possibility 
of control from another part of the vessel. All internal compartments 
are bugged and linked to compartment 12. 

4: Holds four large tanks of heavy water, significantly radioactive. 
Characters will start to take minimum levels of radiation damage after 
5-30 turns: Ch: See radiation rules, Champions II, or take 1d6 Killing 
(Defence 30pts damage resistance) per turn. GH: Take 1d4+1 HTK. 

The radiation is leakage from the unshielded reactor below, and is 
invisible. 

5: Engine Room. A large electric motor, heavily armoured (as bank 
vault) against attack and fully waterproofed, powered by cables enter- 
ing through the floor. This compartment is also radioactive (as 4). 

6: Crew Quarters. Divided into four curtained compartments. a, b, 
and d normally.hold 1-2 crew each (not in combat), c is used as the 
radio room and always holds one operator if the vessel is surfaced. 

7: Access Way. Leads to lower hold and torpedo room. 

8: Torpedo Room. Holds twelve torpedoes launched through two 
tubes. There is a mechanical racking system which will load torpedoes 
into the tubes without human intervention. Each torpedo weighs 2.5 
tons and explodes as a large bomb, range 5km, speed 50KPH. 

9: Hold. Contains tools, food (mostly concentrated iron rations and 
dried sausages), spares, and gun ammunition. 

10: Captain Nemo’s Cabin. This area is warmer and more comfort- 
able than the rest of the vessel, but Nemo is as much of a fanatic as the 
rest of the crew. He began his career opposed to war in all forms but 
gradually developed a hatred of mankind, and was subverted into the 
belief that the best way to stop war is to have no-one alive to fight. 

Nemo is a brilliant nautical engineer, sailor, and scientist, and car- 
ries a crude but effective laser pistol: Ch: 6d6 energy, 12 charges, -1 
per 3”, Def 3, Body 3. GH: 3d6+2 HTK, 1d6 HTC, WC-1. 

He is a well developed though normal human in prime physical con- 
dition. The compartment holds Nemo’s bunk, ship models, a 
draughtsman’s table, and a large desk. On the desk is a curiously 
designed computer terminal cum intercom resembling a typewriter 
keyboard and screen in an ornate fretwork case. It connects to cables 
running into the bulkhead and through to compartment 12. The 
Machine can hear everything said in the compartment (even if the ter- 
minal is switched off) and can detonate the terminal as a fragmenta- 
tion grenade, filling the entire compartment with shrapnel. 

11. Compartment equipped to hold prisoners, butis empty. Fittings 
include several concealed gas nozzles releasing a powerful tranquillis- 
ing spray: Ch: 4d6 NND (Defence 10pts life support), invisible, affect- 
ing entire compartment. IIF (vent sprays), act 14 or less, one charge. 
See Champions II. GH: As paralysis ray affecting entire compartment, 
will not affect characters who do not breathe. 

12. Large Lead-lined Compartment. Holds the Machine, a metre-tall 
metal tetrahedron connected to numerous wires and control boxes 
through sockets in its base. It has one long tentacle coiled under its 
body. It can control the entire submarine and can fire torpedoes, open 
and close hatches, and navigate the vessel. If it is obvious that the 
crew can’t cope with intruders it will dive, then open the hatches, 
attempting to drown all aboard. If this is impossible it will blast out of 
the hull and escape. 

As soon as it sees Benjy it will make an all-out attempt to destroy him, 
while Benjy will try to time jump to the future and report its location. 

If the team can keep the Machine in the compartment for 30 seconds 
after Benjy disappears the scientists in the future will be able to back 
track it to its exact materialisation point, and delete it from history. 

13. Reactor Room. Holds a primitive uranium/heavy water pile. 
Characters in this room will immediately take intense radiation dam- 
age, causing four times as much as in compartments 4 and 5. 


FINAL NOTES 

Surviving characters should be given full experience for this scenario, 
but will have no memories to explain their sudden acquisition of any 
new powers. If the team fail the referee will need to design an alternate 
timeline for their return. This might range from a totalitarian dictator- 
ship to a nuclear wasteland, or some sort of collapsed civilisation. The 
Bavarian Illuminati might be around and bear grudges, as might the 
Machine. 


Champions: Count Dracula 
Powers 


STRIKEBACK 


NON-PLAYER CHARACTER STATISTICS 
Each character is defined for Champions, and Golden Heroes. 


END 


Multipower: Vampirism: Unusable in bright light: 
200 point reserve, slots 


Darkness, Ultra 


Mind control, Ultra*** ... 
Killing attack 2d6, Ultra* 


Power drain, END 


5” Flight, in bat form 
Running, in wolf form 


Enhanced senses: 


Active sonar (Bat form only) 
Tracking scent (Wolf form enly) 


Ultraviolet vision 


Ultrasonic hearing 


Infra-red vision 


Enhanced hearing . 


Ego Defence 

Regeneration, 
PHA=3,5,8,10,12 
Disadvantages 
Dependent NPC (Magda Slozeny). 


Hunted by Prof. Van Helsing & friends. 


Craving for blood, takes irrational 
actions.@ 
Retreats from mirrors (irrational).@ 
Cannot enter buildings unless invited 
in.@ 
Takes 1d6 damage unless in coffin dur- 
ing she day (Dependence +).@ 

akes 3d6 damage in bright sunlight.@ 
Takes 3d6 damage in water.@ 
Takes 3d6 from holy water/wafer.@ 
Takes 1d6 from sight of crucifix.@ 
Takes 1d6 from smell of garlic.@ 


Golden Heroes: Dracula 

Weight: 150Ib 

Height: 6’ 2” 

Handedness: Left 

Job: Undead 

Strength: 25 

Ego: 16 

Dexterity: 16 

Vigour: 16 

Damage Bonus: +10 

Strike Bonus: +1 

HTK: 70 

HTC: 77 

Defence Class: 6 (8 vs holy weapons). 
Costume: Formal evening dress. 
Movement: 18m 

Powers 

Advantageous Background 2 (rich 


Full damage resistance, except vs wooden 


g attacks 0 


2x Body all wooden weapon attacks.@ 
Secret identity. 

@ These disadvantages are associated 
with the vampirism multipower and 
cannot be bought off. 

* Using fangs, tearing limb from limb, 
etc. No focus. 

$ OAF = Coffin 

+ See Champions II 

** Can't pass through solid objects, but 
can pass through small gaps. 

*** Maximum range = 10’. Must have 
eye to eye contact. 

t End cost reduced to zero. 


immortal). 

Heightened Move 2. 

Strength 1. 

Intangibility 1 (as mist). 

Claws. 

Regeneration. 

Health 2 (fast healing, immunity 

to toxins). 

Shapechange (to wolf or bat). 
Animal Senses 1. 

Magic 1: 15pts, Hypnosis (speciality), 
Summoning (wolves and bats), 
Hallucinations (darkness etc). 

Note: Dracula is confident and adds 5 
to his defensive ego. His weaknesses 
are as the disadvantages for the 
Champions stats. 


The Machine — Please note that this NPC has been designed as an extremely 
tough opponent in all systems. If parties are relatively weak some adjustment 


may be necessary. 


Champions: The Machine (Built to 500 Pts) 
Val Cl 


Cost Powers 


20 Elemental, Electrostatic 


Powers: 


Energy blast, 12d6 lightning 


Flash 


Flight charge ppeulsiehy in air Shy 
Killing attack (OIF#) .. 


Telekinesis * .... 
Armour 


Damage resistance, total 


Enhanced senses: 
Radar sense 
360 degree visio 


High range radio hea 


Ultraviolet vision . 
Life support 


ECV=8 

PHA=3,5,8,10,12 

Disadvantages 

Extreme cruelty. 

Missionary zeal (always wants to per- 
suade victims that they are dying ina 


Golden Heroes: The Machine 
Weight: 200Ib 
Height: 40” 
Job: Destroy Human race 
Strength: 25 
go:- 
Dexterity: 15 
Vigour: 20 
Damage Bonus: +10 
Strike Bonus: — 
HTK: 70 
Defence Class: 3 
Costume: — 
Movement: 30m 
Powers 
AB (Immortal). 
Flight 1. 


good cause). 

Unluck. 

+ OIF = charged tentacle/cable. 

* Electrostatic — does not affect metal 
objects, only insulators. 

Note: The Machine does not incor- 
porate time travel mechanisms but was 
projected back by another machine. 


Armour 1 (gives divider vs HTK of 4). 
Strength 1 

Health 2 (immunity to toxins, life 
support). 

Heightened Senses: Radar Sense 
Hearing 1, Infra-red Vision. 

Field Manipulation 2 (magnetic and 
electric). 

Energy Attack (electric) 3: 25 dice, +1 
on hit rolls. 

Stunner, type 2 (tentacle does normal 
damage as two handed concussive 
on impact). 

Notes: As a machine ego is non- 
applicable — it cannot be mind-attacked. 
Has no HTC, either —can only be 
destroyed by HTK. 


a Benjy 
CHA Cost 
STR —10 
DEX  -20 


Powers 

Time Travel Twice day * 
Teleportation Twice day . 
Telepathy ... 

Radar sense .. 

Passive sonar .. 

High range radio hearing 
Infra-red vision 

Illusions 


i om 


NoOoCONDOs 


2 x STUN from energy attacks. 

Wants to be Errol Flynn. 

Mildly afraid of cats. 

Mildly afraid of owls, hawks, etc. 
Unusual looks. 

* 10-ton limit on mass carried, decreas- 
ing as journey length increases (eg 
Benjy weighs 5kg and can’t carry any- 
thing else in the jump from his own 
tim a Minimum 30 minutes calcula- 
tion required per time journey (except 
precalculated return to home time). 
This ability should not be given to 
player characters. 


Disadvantages 

No hands. 

Unable to walk or move. 
Code against killing. 


Golden Heroes: Benjy 
Weight: 20Ib 
Height: 15” 

Job: Computer 
Strength: — 

Ego: 15 
Dexterity: — 
Vigour: 14 

Damage Bonus: — 
Strike Bonus: — 
HTK: 55 

Defence Class: 12 
Movement: — 


Powers 

Time manipulation — limited to travel to 
past or future twice per subjective day. 
Heightened Sense: Hearing 1, Infra-red 
vision, Radar sense. 

Psionics 1: 15pts, Telepathy, Hallucina- 
tions, Mindwar. 

Teleport 1: 2 teleports a day up to 50m. 
Note: Benjy is re-inforced with 
Adamantium and Vibranium, and 
because he is inanimate, he is un- 
affected by hits on HTC. 


Champions: Sherlock Holmes 
CHA Cost Powers 
STR 10 Detective work .... 
DEX 15 Disguise . 


Skill level 3, handguns .. 


.45 Revolver 
DCV=5 
ECV=5 
PHA=4,8,12 
Disadvantages 
Dependent NPC (Dr Watson). 
Hunted by Bavarian Illuminati. 
Hunted by remnants of Moriarty gang. 
Reformed drug addict. 
Distrusts women. 


HTK: 36 

HTC: 41 

Defence Class: 6 (dodge 

Costume: Normal clot! ae 
Movement: 14m 

Powers 

Skill 4: Disguise, Locksmithing, 
Escapology, Stealth. 

Martial Arts: (oriental) 

Advantageous Background: (scientist, 
specialising in criminology/pathology). 


WOOCOMONOOD 


QD 


Golden Heroes: Sherlock Holmes 
Weight: 184|b 

Height: 6'4” 

Handedness: Right 

Job: Consultant Detective 
Strength: 16 

Ego: 15 

Dexterity: 14 

Vigour: 12 

Damage Bonus: +1 
Strike Bonus: +2 


Champions: The Monster 
Powers 
Full damage resistance .... 
Killing attack 2d6 + 
Ego defence (computer brain 
Regeneration 
Enhanced hearing .. 
Enhanced vision 


PHA=4,8,12 

+ OIF =Steel claws 

Disadvantages 

Can't talk. 

Always attempts to kill. 

Public identity. 

2x damage, electromagnetic attacks. 
Unluck. 

Unusual looks. 


HTC: 45 

Defence Class: 5 (natural protection, 
combined with Strength for divider of 
2 vs HTC, 3 vs HTK). 

Costume: Ragged clothing 
Movement: 14m 

Powers 

Strength 2. 


Golden Heroes: The Monster 
Weight: 220Ib 

Height: 7’2” 

Handedness: Right 
Strength: 41 

Ego: 6 

Dexterity: 11 

Vigour: 14 

Damage Bonus: +21 Claws. 

Strike Bonus: — Animal Senses 1. 

HTK: 40 Notes: 3 frames/round. 


Fiend Factory is a regular department for new AD&D/D&D monsters, 
edited by Albie Fiore. This issue, a short mini-scenario. 


Chun the Unavoidable 


An AD&D Mini-Scenario for Characters of 2nd to 4th 
Level, based around some new monsters 


by Oliver Johnson 
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FIEND FACTORY 


ARCHVEULTS 
No Appearing: 1-20 


Armour Class: As worn, usually 5 
Movement: 12¢ 

Hit Dice: 14+1 

Treasure: Individuals N, S, T 
Attack: By weapon type or gal- 
vanicimpulse 

Any 

Average and up 


Alignment: 
Intelligence: 


Archveults are an intelligent species 
from another world. They have shim- 
mering blue scales, a large black crest 
over the domed skull, and a hooked 
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DM’S INTRODUCTION 

The folowing short adventure is based 
on one of Jack Vance’s excellent fantasy 
stories from the first Dying Earth collec- 
tion. It provides a basis for introducing 
some of Vance’s creatures to the cam- 
paign- particularly appropriate because 
Vance was one of Gary Gygax’s prime 
sources of inspiration. 

Lith the Weaver has entered into an 
infernal agreement with Chun the Un- 
avoidable, a supernatural being who is 
custodian of the Tapestry of Ariventa in 
the Palace of Whispers. In exchange for 
the human eyeballs with which his cloak 
is embroidered, Chun gives Lith athread 
or two of the tapestry. Lith is gradually 
reweaving the tapestry in her cottage. 
When it is complete, the tapestry forms 
a gateway to the magical world of 
Ariventa, where the process of ageing is 
arrested and all the fields and orchards 
are perpetually golden with harvest. The 
tapestry is now, after many years’ work 
and grisly payment on Lith’s part, 
almost half restored. All passages of text 
not boxed or labelled DM should be read 
out to the players, virtually as it is. 


points of damage. Once the ga/vanic 
impulse has been used, an archveult 
will take 10-60 minutes to build up the 
electrical charge for a second such 
attack. 

Archveults mine (see DMG) loun 
Stones, and any archveult magic-user 
of 4th level or higher has a 10% chance 
of having 1-10 Stones. 

Archveults are only encountered on 
this world in small adventuring groups 
of 1-20 individuals. This particular 
group of bandit archveults consists of: 

Xexamedes: 5th level archveult 
magic-user; AC9; HP15; Move: 12”; 
Spells: Friends, jump, magic missile, 
shield, strength, web, lightning bolt; 
six loun Stones (types 2, 4, 6, 6, 7, 14); 
6 platinum pieces. 

Xexamedes’ bodyguard — Three 2nd 
level archveult fighters; AC4; HP11, 9, 
10; one attack at 1-8 (longsword); each 
has 1 platinum piece, one has a Potion 
of Healing. 
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If Xexamedes is searched, a small map 

will be found, showing a clearing in the 
Forest of Illimitable Green. It also men- 

tions the Tapestry of Ariventa, apparent- 
ly a ‘Gate’ to another world. 

As you are passing through the Forest 
in search of the Tapestry you eventually 
come across a cottage in a picturesque 
clearing. All is not well, however, for a 
muffled sobbing can be heard within. On 
closer investigation you find a beautiful 
woman lying on the floor before a tapes- 
try stretched on a frame. It appears to 
have been torn in half, the remaining. 
section showing a pleasing panorama of 
golden fields and meadows where 
laughing, happy folk cavort and play. 

Looking up, the woman blurts out, ‘| 
am Lith. The tapestry you see before you 
is the last artistic representation of the 
paradise of Ariventa. It has been rent by 
the monster Chun the Unavoidable, who 
but half an hour ago burst in and ravish- 
ed me before tearing my cherished 
tapestry in a spirit of gleeful malice. 
Track him down to his haunt and bring 
back the half of the tapestry he has taken 
— he cannot be far hence — and my 
gratitude will be forever yours.’ 


PLAYERS’ INTRODUCTION 

As you are travelling across some moor- 
land close to the Forest of Illimitable 
Green which is on your left, strange blue 
scaled and crested humanoids burst from 
the bushes around you — an ambush! 


DM: Any ranger, and any thief or 
assassin above 3rd level, will spot the 
inhuman tracks leading from Lith’s cot- 
tage. (A ranger of greater than 3rd level 
will also notice that the tracks have 
been made on more than one occasion 
in the last week or so.) Lith will not 
accompany the party. If anyone attempts 
to coerce her, she will call on the magi- 
cal defence which protects her within 
her cottage: daggers which materialize 
out of the air. She can call on up to 
twenty daggers. Each strikes as a 6th 
level fighter. After striking once, a dag- 
ger will disappear forever, so Lith will 
be sparing in their use. 

Lith: 3rd level MU; AC10; HP6; 
Chaotic Neutral. 
Spells — Friends, dancing lights, 
pyrotechnics. 


The tracks lead out of the woods onto 
a barren moor. An ancient city must 
once have stood here; as far as the eye 
can see are ruined plazas, shattered col- 
umns and low, crumbling walls. High 
above in the sky, you notice what at first 
seem to be half a dozen hawks, or large 
bats. They swoop down from an immense 
height, nearly blacking out the sun with 
their enormous wings, and for a mom- 
ent you believe they may be pterodac- 
tyls. More closely, you can see the possi- 
bility of many antecedents combined in 
a single nightmarish hybrid—each has a 
globular belly covered with silvery fur, 
clawlike hands on dingy leather wings, a 
horny snout like that of a stag beetle, an 
array of white fangs like knife blades... 
They emit almost human cries of plea- 
sure as they swoop down on you. 


PELGRANES 
No Appearing: 1-12 
Armour Class: 6 
Movement: 
Hit Dice: 
Treasure: 
Attack: 


6”"/24”" 

2d8+1 

None 

1 bite/claw for 1-8 
Intelligence: Average 

They are about 4’ long and have an 8’ 
wingspan. Vicious predators, they will 
attack anything that appears vaguely 
edible. They are not stupid, however, and 
will break off any combat, if necessary. 


Passing further into the ruins, you dis- 
cover a partially ruined grotto. Standing 
in arecess is a beautiful black statue of a 
strange being. It is draped with creepers 
and blotched with patches of moss. 


FIEND FACTORY 


Bel) ony / 
DM: This is a deodand. It will wait until 
the characters pass before leaping to 
attack them from the rear. If they do 
pass, characters should be automati- 
cally surprised. 


DEODANDS 
No Appearing: 1 

Armour Class: 3 

Movement: 15” 

Hit Dice: 6d8+1 

Treasure: 30% chance of 1-3 
pieces of jewellery 
Two claws for 2-9 each 
Chaotic Evil 

Average to high 
Surprises a party on 1-5; 
is never itself surprised 


Attack: 
Alignment: 
Intelligence: 
Notes: 


Perhaps created by some ancient 
magician, deodands have the form of a 
handsomely muscled man with dull 
sable skin, and slit golden eyes like a 
cat's. Deodands are able to remain 
motionless for many hours at atime in 
order to catch their victims unawares. 
Their only food is human flesh, which 
they desire with a constant and terrible 
craving. They will often taunt people 
they are pursuing, or implore them to 
surrender in tones mockingly plaintive. 
Deodands are about human sized on 
average. 


Further on, the tracks are lost on the 
edge of a broad plaza bordered by bro- 
ken pillars. Many long-dead corpses lie 
around—both of noble fighters and serfs, 
bound together only by death-and the 
fact that their eyeballs have been gouged 
out! Ahead of you there is a ruinous 
temple, its inner recesses lost in 
shadow. A curious whispering noise 
seems to come softly from all around, but 
you cannot make out whatis being said. 

You approach the temple and enter 
its pillared hall. On the far wall, above 
an altar carved to represent thousands 
of tormented faces, you see the golden 
radiance of the other half of the tapes- 
try. No sound can be heard now. The 
susurration you noticed outside has 
gone. You cannot see any other en- 
trances to the building apart from the 
one you have used, but the dust on the 
floor here has not been disturbed for 
some time. 


DM: By standing on the altar stone, 
characters can easily reach the tapes- 

try. As they take it down, they uncover 
a dark recess in the wall behind it. From 
this leaps Chun the Unavoidable. 


CHUN 
No Appearing: 1 
ArmourClass: 1 


Movement: 15” 
Hit Dice: 8 (HP36) 
Treasure: G,H 


Attack: Two claws for 2-16 each, 
surprises ona 1-6 
Special Attacks: Surprised characters 
must save vs fear (at +1) or stand 
defenceless for 1-3 rounds. 


Special Defences: Cannot be surprised. 


Chun’s face resembles that of a large 
baboon, the white face patch com- 
posed of bare bone, with empty soc- 
kets where the nose and eyes should 
be. The rest of his enormous body is 
covered with black, gistening fur and 
there is about him a noxious animal 
reek. He wears a cloak of human 
eyeballs laced on silk threads. Chun 
runs with ferocious speed on all fours 
after anyone who attempts to escape 
him. He tears the eyes from his victims 
and laces these onto his cloak. After 
slaying any group of adventurers 
whom Lith dupes into going after him, 
he detaches some threads from the 
tapestry and takes them to her cottage 
as repayment. 

Chun is very large — he would stand 
some 18 feet tall if upright. He takes his 
soubriquet from a special magic power 
—once ona victim's trail, he can follow 
unerringly until the victim is caught. 
Even travelling to another dimensional 
plane will not shake off Chun’s pursuit. 


CONCLUSION 

It may seem that Lith cannot lose out in 
this scenario — if the players defeat 
Chun, how will they ever know they've 
been suckered? In order to give them a 
chance to lay the blame where it belongs 
and exact revenge on Lith, have Chun 
speak on himself while he is fighting. 
‘Ah, Lith, you have sent fine sets of eyes 
for me this time!’ That should give them 
enough of aclue. The players may take 
the tapestry back to Lith, and she will 
indeed be grateful (after her initial shock 
of seeing the players alive) — unfortu- 
nately, she doesn’t actually have any- 
thing of value to give them as reward! 
The players may themselves engineer 
the situation so that they can use the 
tapestry. In this case, the DM will have to 
work out the results — perhaps a cam- 
paign set in the world of Ariventa.O 


INTRODUCTION 

Money. Everyone uses it, all the time. 
Yet few people have examined its physi- 
cal make-up or the mechanics of its use. 
It usually weighs nothing and is easily 
carried from adventure to adventure (no 
currency controls or exchange losses 
here). Money is the single most impor- 
tant part of the Traveller Universe. Its 

4 physical make-up and method of use 
will have a major effect on the game and 
3 the conduct of adventures. Besides, 
there has to be money in the Traveller 
universe or 99.9% of characters would 
have nothing to steal... 


BACKGROUND 

The /mperial Credit Standard (to dif- 
ferentiate it from local planetary credits) 
is the set currency for all interstellar 

¥ transactions (and all, bar a tiny percen- 
tage, of interplanetary transactions). 


- CASH 

\ Imperial Currency 
4 Imperial cash (usually only seen on low 
4 tech worlds, and in deals of question- 
able legality) is available in fixed 
denominations: the unit, the double and 
the quintet. These denominations are 
available at each multiple of ten Credits 
< (or colours) eg: 1, 2,5, 10, 20, 50, 100, 
200, 500, 1000, 2000, 5000... etc. 

The money is physically made up of a 
» silica-plastic sandwich (called a ‘plac’). 
@ \ts appearance is of a plain plastic card, 

‘about the size of a Credit Card. Each mul- 
tiple of 10 Credits is coloured differently 
(up to the MegaCredit) and has the value 
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OR A FEW 


CREDITS MORE 


Money in Traveller by Thomas Price 


printed on it in white, with a white grid 
pattern as a background. Colours are as 
follows: 


Yellow: Single Credits. 
Orange: Tens of Credits. 


Green: Hundreds of Credits. 

Red: Thousands of Credits. 

Blue: Tens of thousands of Credits. 

Purple: Hundreds of thousands of 
Credits. 

Black: Millions of Credits 


(The MegaCredit). 


The actual manufacture of the money is 
a simple process, although it does 
require a machine weighing several tons 
available only at Tech Level 12. The raw 
materials that go to make up the money 
are numerous (and classified) and indi- 
vidually of little value. Thus in the Imper- 
ial Banks (inevitably operated under 
licence by one of the MegaCorporations) 
no actual cash is stored. Money, when 
handed in, is broken down into its com- 
ponent materials and destroyed. A 
register of its value is held on the Banks’ 
computer of course. When money is 
issued it is actually manufactured there 
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and then, at the denomination required. 
Operation of the machine requires more 
than one person and security precau- 
tions are quite excessive... 


Local Currency 

On Low Tech worlds where the Banking 
system is not up to the demands of 
Imperial Currency, Local Currencies 
replace it. The Credit can still be used but 
in order to give small change (as the 
smallest amount recognised by the 
Imperial is the Credit) there will be local 
currency for fractions of a Credit. These 
vary greatly from place to place in the 
form of metal coins, discs, plastic strips, 
or even beads on a string. 

On some worlds Local Currency will 
be used entirely, enabling the Govern- 
ment to keep tighter control on trade 
with other worlds. These other curren- 
cies have an infinite variety of physical 
characteristics but they all have one 
thing in common, they are worthless off- 
planet (except to a collector of local 
currencies...). 


CASH TRANSACTIONS 

Establishments that operate for cash 
(usually not recommended for those of 
a delicate disposition) have machines 
that will analyse the Credit and then 
punch holes in it to the value of the 
purchases. The white grid printed on the 
Credit enables you to see how much 
remains. The small pieces of Credit are 
returned to a Bank which will analyse 
them and credit the establishment with 
their worth. An old contrickis to showa 
stack of Credits with only the top one 
showing its true value, the rest of which 
are.full of holes... 

On Low Tech worlds, of course, cash 
transactions are carried out much as they 
are today. A large denomination credit 
is tendered in return for services, and 
smaller denominations returned in 
change. 

It should be noted that in the Traveller 
universe, where communications are 
limited to the speed of travel, thereisno 
means of passing information as to 
changes in credit states. You cannot 
Telex your Bank in America and tell 
them to transfer $100 to your Bankin the 
UK, because someone would have to 
travel to America to collect the informa- 
tion and travel to the UK with it. Itwould 
be easier to actually collect the cash. 
Thus the use of ‘real’ Cash is still quite 
common. 


CREDIT TRANSACTIONS 

Although the actual transfer of cash will 
still be common there are problems con- 
cerned with the security of such opera- 
tions. In order to overcome some of 
these problems (and to avoid the awful 
bore of carrying around dirty money...) 
credit transactions are used. A credit 
‘card’ will have its value electronically 
printed on it, and that sum (in actual 


cash) guaranteed by an outside agency 
(usually one of the MegaCorporations). 

This means that the card is, in itself, 
worth the value printed on it. The advan- 
tage of the credit card over cash is that 
(depending on the degree of security 
used...) the card is of no value to a thief, 
as only the owner can use it. Depending 
on the Tech Level the degree of security 
will vary from simple signatures, to reti- 
nal patterns and brainwave scans to 
determine the rightful owner. 

The Imperial Bearer Bond differs 
slightly from both Cash and Credit trans- 
actions. The Bond, like money and credit 
cards, is worth the value printed on it; 
unlike credit cards however, it can be 
carried by anybody. The Bond can only 
be surrendered for cash at certain Imper- 
ial Installations. The Bond is used to 
transfer very large sums over vast dis- 
tances where, by the time it gets there, 
personalities may well have changed, 
but the position of authority will not. 


IMPLANTS 

The ultimate in credit cards is the 
Implant, where the credit card is actually 
part of the person using it. The cards 
themselves (both temporary and perma- 
nent) are of a standard design agreed by 
all the MegaCorporations and the Imper- 
ial Authorities. They can be implanted so 
as to be undetectable to the naked eye, 
or as a plate on the wrist with the Com- 
pany Logo (fashions change...). The 
usual position is on the wrist or forearm. 

The cards themselves will retain their 
value after death of the user (unless 
massive damage takes place, say with a 
PGMP-13) but actually getting the Cre- 
dits usually depends on lengthy court 
action and, of course, the Will of the 
deceased. 

There are two facts worthy of note 
concerning the Implant, one is of the 
Unlimted Credit implant used by the 
bearers of Imperial Warrants; but the 
main fact all Travellers should take note 
of when using Implants is that they 
mean nothing on a world without the 
Tech Level 6+ equipment required to 
read them... 


SLANG 

Money is the one part of the Imperial 
Universe that has the most slang 
associated with it. The following is a 
short extract from ‘Modern Slang — Its 
Use and Abuse (The last 1000 years)’ 
[Cometary Publishing — a subsidiary of 
Makhidkarun]. 


Slang concerning denomination: 
Chip, Frac: Fraction of a Credit 

Unit: 10 Credits 

Double, Cee: 100 Credits 

Triple, Block, Brick, Low: 1000 Credits 
Quartet, Quad, High: 10,000 Credits 
Meg, Biggie: 1,000,000 Credits 


Slang concerning colour: 

‘He’s yellow’: A Cheapskate, Won't pay 
‘In the red’: Getting by, OK 

‘In the black’: Rich 

‘Black-hearted’: Thinks only of money 
‘Greenies’: 100 Credit Placs 

‘Black’: The MegaCredit 

‘Purps’: 100,000 Credit Placs 


General: 
The plan is ‘full of holes’: The plan will 


not pay. 

A ‘Chippie’: Someone who collects 
fractions. 

‘Cees’: Imperial Credits (as opposed to 
local money). 

‘Washers’, ‘Discs’: Local Coins. 
‘Monopoly Money’ (obscure): Local 
Currency in general. 


SCENARIO SUGGESTIONS 

by Simon Farrell 

Considering the foregoing, one or two 
possibilities immediately present them- 
selves. Forgery would seem to be the 
best bet for the small time, money- 
grubbing Travellers. Just as today, it 
seems unlikely that people dealing in 
cash in the Traveller universe would 
check the authenticity of the cash they 
handle very often. The raw materials 
and their exact combination may be a 
closely guarded secret, but any resource- 
ful character should be able to come up 
with something which /ooks right. 

For the slightly more ambitious 
entrepreneurs, it might be worth won- 
dering how often some establishments 
take those small pieces of credit to their 
local bank. Once a day? Once a week? 
How securely is it stored? Howisittaken 
to the bank? An enterprising character 
might set up a small shop of his or her 
own-—giving them a perfect right to bank 
all those little pieces of credit... 

For those of insufficient skill to use 
forgery, the brute force method comes 
well recommended. The machine which 
manufactures money weighs several 
tons? Starship cargo holds carry more 
than that. It’s well protected? My, my, 
think of all the senseless violence neces- 


sary to steal such a secure item! You’d 
certainly be abletopayforanyhelpyou { 
needed! And oncethe machineisinyour & 
possession you will be set for life. The . 
Imperium is hardly going to change its 
unit of currency. 

The other interesting thing about the 
use of money in an interstellar society is 
transfer of funds. Admittedly, this would 
not be as easy as it is today, but even so 
hauling large amounts of cash around 
the galaxy isn’t the easiest way of trans- 
ferring funds. The usual thing would be 
that X-Boats would carry information 
about the credit transfer electronically, 
passing it on to the planet concerned 
with the rest of the mail. The information 
would be coded of course, but codes can 
be broken; and unlike modern methods 
of electronic funds transfer, verification 
of the message’s authenticity would be 
a slow and unwieldy process. All it 
needs is one inside man. 

On a more legal note — on what is the 
Imperial economy based? Is it a stan- 
dard like the gold standard, or does it 
fluctuate in relation to the other 
interstellar currencies — those of the 
Zhodani, the Aslan, Vargr, Sword 
Worlds? If so, then there’s a chance for 
profit right there. So long as you have 
the capital in the first place. And where 
does the capital come from? For most 
Travellers the answer is obvious — you 
steal it! 

Allin all, when stealing money in 
Traveller — indeed in any time or place — 
it helps to have someone on the inside; 
and this kind of operation is probably the 
easiest in which to find such a person. 
After all, everyone has their price!O 


= ECOME LONE 
WOLE.. 


.. sole survivor of a devastating attack on the 
monastery of Kai. WA 


A great cloud of black \\). winged beasts 
has swept down and engulfed ANG monastery. 
All the Kai Lords, whose secret “S skills you were 
learning, have been killed. 


Raising your face tothesky, you Y 
swear revenge on the Darklords of the 
West. But first, you must warn the King 
of the invasion, retrieve Sommerswerd 
and then use it to beat off the attackers. There 
are now two exciting LONE WOLF adventure games. 
Each one requires you to assume the mantle of Lone 
Wolf, make all his decisions for him, and actually 
fight his combats move by move. You really are 
Lone Wolf. 


You are going on a journey, a quest. You create 
your own adventures, choose your own tactics and 
make your own decisions. 


‘THE LESSONS OF COMBAT adventure you may find that you are becoming more 


and more proficient. If you, too, have mastered these 
AND ENDURANCE skills they may save your life! 
When you were training with the Kai Lords, AY fi 
you acquired many secret skills and disciplines. Now, 
you may need to use them, You may need to improve 
some, and disregard others. 


“Combat Skills’ may be needed to defeat the 
enemies you encounter on your way to reaching the 
beleaguered King, and whilst saving your country. 
You will need “Endurance” to survive. Each decision 
you make can alter the course of your adventure. So 
choose wisely, for youwill & 
often be totally surprised by } 


von can Near n how to hide eaneas sore 
rocks and trees of the countryside. Ina city, youcan 
look and sound like a native which may help you to 
find shelter. 


choice may 
have on & 
your survival. 


Learn how to communicate with animals and 
move objects by sheer concentration alone. 


You can develop a “Sixth Sense” that warns you 
of imminent danger. It may also reveal the true nature 


[HE SURVIVAL DISCIPLINES ofa stranger. 


Over the centuries, the Kai Lords had mastered "Tracking" may help you choose the right path 
the skills of the warrior. As you proceed through your and decipher prints or tracks of creatures in the wild. 
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The discipline of 
Healing’ can restore 
your “Endurance” after 
being wounded in 
combat. 


"THE“COMBAT” 
SKILLS 


When you entered 
the Kai monastery you 
were taught to fi fightwith daggers, spears, 
warhammers, axes and swords. 


The evil Darklords, though, have the ability to 
attack using “Mindforce’. Lone Wolfcan learn the 
discipline of “Mindshield” and also “Mindblast’, the 
old Kai Lord's ability to fight using the forces of the 
mind alone. You, Lone Wolf, control the combat, you 
decide whether to fight or not, and you alone can 
manipulate the moves. 


"THE EQUIPMENT TO SURVIVE 


You set out with justan axe, a leather pouch of 
gold crowns and a map of Sommerlund which you 


feveNE 


have discovered amongst the ge: ruins of the 
monastery: ° en 


“%y, 4 ee You are about 
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WE CHALLENGE YOU TO DEFEAT THE 


DARKLORDS IN THE LASTLANDS 


LONEY WOLE 7 


Available from leading software stores. 
Dealer enquiries to Nick Ford, Arrow Publications, 
17-21 Conway Street, London W1P 6D. Tel: 01-387 2811. 


"THE LONE WOLF ADVENTURES 


The creators of LONE WOLF are Joe Dever and 
Gary Chalk. In 1982, Joe won the Advanced 
“Dungeons and Dragons’ Championship in America. 


Gary has had 17 years 
“experience of war 


ph ! games, and is the 
e Wer originator of the highly 
\F a successful “Cry Havoc’ 
p sme and “Starship Captain’. 


of mental and 
physical JOR é 
And there are more tocome.% 
The presentation is visually 
exciting, and involves you 
totally in every action and 
reaction. 


Discover the LONE WOLF BveRntres: Flight 
From the Dark’ and “Fire on the Water’. Now, available 
individually in a special gift box, including a cassette and 
illustrated book for £8.95. (Software only £6.95 each.) 


Please mention White Dwarf when replying to advertisements 
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The Patrons Plan , = 

‘Precision needle lasers will 

rake the power cells, temporarily 


knocking out deflectors and 
communication...’ 
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3 ‘Hayes and Flinn will move across the bow, 
“tying up” the lasers...’ 


‘... while Flinn knocks out; 


the computer...’ Gavin too, will use deli- 


cate lock-picking 
devices of his own...’ 
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7 Moving to the bridge, captives will be 


taken and Hayes will gain control of the 
Helm...’ 
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12 ‘The take- -over completed, the crew will relax in 
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snacks... 


R eare 
Rais Sones ‘Saas. vive 2606) 
Cw 


= ia [ages Che 
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‘He will then proceed to the engine id 
room to commence repairs and restore SS 
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19 ‘Meanwhile, Syrena will 
relieve other crew members 
of their weaponry...’ 
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TABLETOP HEROES 


Tabletop Heroes is a regular department for figure reviews, hints and tips by Joe Dever and Gary Chalk. 


THINKING IN COLOUR 


In response to many requests we’ve 
received, this month we begin a series of 
articles designed to illustrate different 
painting techniques. The basis of all 
painting is colour; which colours are 
best combined and the difference in 
tones which give shape to the three 
dimensional objects we see. The type of 
paint that you use is irrelevant; whether 
you paint from light to dark, or start with 
the darkest tone and dry-brush your 
model up to the highlights, you still use 
the same colours. We will cover the 
actual methods of applying the paint 
next month, butin this issue we hope to 
answer the question: ‘Which colour 
should | use?’ 


Before you prise open your paints, 
remember that an inadequately pre- 
pared model will always result in an 
inferior finish, so take care to cut and 
scrape away any excess metal on your 
figure. The next step is to undercoat the 
model with a matt white. Again this is 
vital; never paint directly onto bare 
metal. The undercoat ensures that the 
subsequent coats of paint will adhere 
firmly and that the colour of any thinned- 
out paint (known as a ‘wash’) will be 
noticeably more brilliant. 

Some colours complement each other 
while others clash. Why is this? Well, the 
diagram opposite illustrates the colours of 
the spectrum arranged in a wheel. As a 
general rule, any colour will look attrac- 
tive in combination with its neighbour. 
In addition, any colour on the wheel will 
complement one that is diagonally 
opposite. Thus red will complement 
green and violet will look attractive with 
yellow. These are not the only colours 
that harmonise, but if you are a relative 
beginner at figure painting, this will 
serve as a basic guide and starting point 
as you ponder your undercoated model. 
Suppose that you are about to paint a 
ranger; you know that green would be 
the most appropriate colour for his tunic 
and cloak, but what about the hood or 
lining? Red is complementary to green, 
so a red lining would look attractive, or 
perhaps the neighbouring colours of 
blue or yellow (more appropriate 
perhaps, considering a ranger’s habitat 
and camouflage needs). 


SHADING AND HIGHLIGHTS 


Shading and highlighting present their - 


own particular problems. As a general 
rule with miniature figures, the raised 
areas of the casting are painted in the 
lightest tones whilst the recessed areas 
are painted in the darker shades. When 
you apply shade and highlights, you are 
attempting to exaggerate the effects of 
light falling upon the figure. Most light 
falls vertically and so the darkest zones 
will be beneath horizontally raised 
areas. For example, the bottom edge of 
a waistbelt, the underside of a tunic or 
the model’s armpits. Conversely, the 
very lightest areas are the top of the 
figure’s head, the shoulders, nose and 
eyebrow ridge of the face. 


The following chart details which col- 
ours to use for shading and highlighting. 
Use the chart as a guide but do not be 
afraid to experiment. You will notice that 
black does not feature as the most com- 
mon ‘deep-shadow’ tone. This is because 
black paint, both enamel and acrylic, 
tends to make the other colours look 
very ‘muddy’. If mixed with a flesh col- 
our, it produces a very unhealthy pallor 
— great for zombies, for example (hence 
our advice to experiment), butin general 
figure painting, use black sparingly. 

When painting identical figures en 
masse, you'll find it easier to glue them 
to astrip of card. It saves time and makes 
them much easier to handle. This rough 
base can be cut away prior to mounting 
the figures on a stiff art board base. 


THIS ISSUE’S PHOTOS 
Fig 1.’Who said that?’ Citadel’s new 
Forest Giant (C28) about to tread on one 
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This is an interesting photo we felt we had to 
include, from the Dragonmeet painting competition. 
Thrud fans will recognise it from the White Dwarf 
Personalities Set. So will Mr ‘T’ fans! 


SHADING AND HIGHLIGHTING GUIDE 


of the paladins from the old Goodly 
Knights of Law boxed set. The giant 
comes in two halves that need to be 
superglued together at the waist. This 
one was painted a mid-green and 
shaded with dark green. Purple was 
blended into the joints, hands and face 
while the basic mid-green was still wet, 
and the recesses were shaded with a 
deep purple. 

Fig 2. Aregiment of mercenaries is an 
ideal way to utilise all those fighter 
figures that one buys in moments of 
weakness. Here we see the standard 
bearer (a converted Citade! CO1 Chaos 
Fighter) and a member of Von Hornspit- 
tle’s regiment (Citade/ CO1 Warrior 
Maiden). All the colours of these two 
figures were shaded and highlighted 
according to the chart above. The fine 
detail and motto was added to the flag as 
per our feature Flying the Flag (WD55). 

Fig 3.’‘Some of these ingredients are 
just so difficult to get hold of...’. The evil 
magic-user and gallows are both from 
Citadel. Note that the yellow parts of the 
magician’s robe are shaded with thinned- 
down chestnut brown, as yellow shaded 
with black tends to end up as a dull olive 
green. The writing on the scroll was 
added, as in Fig 2, with a rapidograph 
pen and a 0.30 nib. 

Fig 4. This photograph shows one of 
Citadel’s CO1 Chaos fighters. The metal- 
lic green sheen of the armour was 
achieved by painting the finished silver 
armour with a wash of thinned-down 
green acrylic paint. This colour is com- 
plementary to red, hence the scarlet 
shield which looks particularly effective. 

Fig 5. Sylvan elves (Ral Partha RP1), as 
shown here are traditionally clad in green, 
but try to avoid painting them all the same 
colour. There are a vast range of greens, 
as illustrated here, for none of these 
figures are sporting an identical shade. 


Basic Colour 
CRIMSON 


SCARLET 
ORANGE 


YELLOW 
GREEN 
BLUE 
VIOLET 
(Purple) 
BUFF 
TAN 
BLACK 
WHITE 


FLESH 
White & Red 
& Yellow 


Highlight 

PINK 

Crimson & White 
ORANGE 

PALE ORANGE 
Orange & White 
CREAM 

LIGHT GREEN 
Green & White 
or Yellow 

PALE BLUE 
Blue & White 
LAVENDER 
Crimson & Purple 
CREAM 


PEACH 
Tan & White 
LIGHT GREY 
WHITE 


PALE FLESH 
Flesh & White 
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Mid-Shadow 
LAVENDER 
Crimson & Purple 
CHESTNUT BROWN 
CHESTNUT BROWN 


ORANGE 
MID-GREEN 
Green & Dark Blue 


MID-BLUE 

Blue & Black 
MID-PURPLE 

Violet & Dark Blue 
DARK EARTH 

Buff & Black 
CHESTNUT BROWN 


DARK GREY 
PALE GREY 
Blue/Buff can 

be added 

DARK FLESH 
Flesh & Chestnut 
Brown 


Deep-Shadow 
MID-PURPLE 
Purple & Blue 
DARK BROWN 
DARK BROWN 


CHESTNUT BROWN 
DARK GREEN 
Mid-Green & Black 


BLACK 

BLACK 

DEEP PURPLE 
Mid-Purple & Black 
DARK BROWN 


DARK BROWN 
BLACK 
DARK GREY 


CHESTNUT BROWN 
/DARK BROWN 


TABLETOP HEROES 


Fig 1 


Fig 2 


Fig 4 


by Gary Chalk and Joe Dever 
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THE MAJOR US PLAY—BY—MAIL GAME 


EARTHWOOD has been running for over 3 years in America and currently has over 2,000 players. 
KJC Games has been granted the exclusive right to moderate this unique computer moderated Play- 
By-Mail game in the UK. Twenty-five players compete to control all the cities of Earthwood and be 
the ultimate ruler. A typical game will last about 18 months with the first knockouts after six months. 

Each player is either a king of a fantasy race or a powerful charismatic character in this world of 
conquest and sorcery. Your character or king controls several groups each of which is totally inde- 
pendant of each other. You can recruite NPC trolls, wildmen and others into your service or even 
control powerful creatures such as dragons or giant spiders. Your characters may also control or capture 
cities, upon which you can spend gold to improve security, increase your workshops production, build 
defences and maintain or enlarge your army. With gold your wizards can undertake magical research to 
increase their power and knowledge and thus aid your armies in battle. Spies can search out enemy 
strongholds, attempt to do acts of sabotage, theft, and assasination. These are just a few of the options 
available to a player in EARTHWOOD. 

EARTHWOOD is completely computer moderated but the turn sheet and replies are written in plain 
English so that you can easily understand them. No need to look through complex charts and code 
books to understand this game. 


‘A Play-By-Mail game with a D&D flavour’ 

‘Undoubtedly, CRASIMOFF’S WORLD is a highly worthy game. It has | 
been running for several years now and has a large number of players. | 
Compared to others of its kind it is not expensive and it goes out of its 
way to encourage communication between players. | found the initial 
scenario interesting, and the world lived up to this initial promise. The 
fact that they are hand written merely testifies to the immense amount 
of effort put in by the GM. So, with its regular newsletter, Crasimoff’s 
World is a friendly, efficient, and relatively cheap game to play, and if / 
you wish to try a commercial PBM game with a distinctly D&D game-ish 
flavour, | would unhesitatingly recommend it.’ 


As reviewed in IMAGINE 18 


Crasimoff’s World is human moderated so as to allow players greater Cte ae a 
flexibility in response. There are hundreds of tokens detailing everything | Earthwood or Crasimoff’s World can 
you can see, encounter, and acquire from detailed descriptions of towns be joined for £5.00 For this you 
to the workings of a spell. receive the rulebook and registration 
form, set up sheets and first three 
| turns, Future turns are £1.50 each. 
European readers: Only CW, rates 


| wish to enrol in same as UK. 

(JCrasimoff’s World (_JEarthwood a alee a Soe 

| enclose cheque/PO payable to KJC Games for the value of £ 0... eee 
i ara acme ar 


Whether you join one or both our 
| games KJC GAMES GIVES YOU: 


| GOOD VALUE FOR MONEY 
_ A FAST & EFFICIENT SERVICE 
return to: | AND MOST IMPORTANTLY, THE 


| 
; KJC Games, 5 Vicarage Avenue, Cleveleys, Lancashire. FY5 2BD. | BEST GAMES 
eee ee a ee re eee 
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RUNERITES 


RuneRites /s a regular department for RuneQuest enthusiasts, edited 


by Dave Morris. 


Cameos 


Short Scenarios for RuneQuest Pavis Adventures 


by Pete Whitelaw 


Cameos, as Pete said in his covering let- 
ter, ‘allow more scenarios to be fitted 
into less space’. It certainly seems a par- 
ticularly good idea where a complex rule 
system like RuneQuest is involved — put 
all the character stats and what-have- 
you into a scenario and there is precious 
little room left for the adventure itself. 
Both of Pete’s cameos here should pro- 
vide as entertaining an evening’s play as 
any big five-page scenario would, just so 
long as the Referee takes a few minutes 
to get the important NPCs worked out 
before the game. Cameos have the 
added advantage of flexibility, of course, 
in that the Referee can easily adjust the 
adventure to suit the strength of the 
party. We will run more from time to 
time (to fillin the lean, hard months bet- 
ween White Dwarf RQ scenarios), so get 
those typewriters clacking... —DM. 


The idea of cameos was first introduced 
to White Dwarf by Bob McWilliams in 
Starbase, WD45, yet the idea of such 
scenario synopses is readily adaptable 
to RuneQuest. 

Cameos are probably most enjoyable 
in a city setting where there are laws to 
abide by which will be enforced and 
their breakers punished. Thus, | hope 
that this article will provide Referees 
with a few ideas to liven up their cities 
while the party trudge from A to B ignor- 
ing all the encounters you roll up along 
their journey. | would advise all Referees 
to buy, borrow or otherwise lay their 
grubby hands on a copy of Chaosium’s 
Thieves’ World for the unrivalled 
encounter tables it contains. 


CAMEO ONE: THE PAVIS SANCTION 
The characters are in Pavis soaking up 
the Fire season sun when they are 
approached by a riled merchant who 
offers the party 500L to ‘see to’ Lovas 
Desilba, acommon trader who sells reed 
baskets. According to the merchant, 
Lovas has been messing with his wife, and 
he wants him punished — permanently. 


Referee’s Information 
The merchant, alias Remi Ovar, is an 
assassin who is trying to arrange the 
death of the Pavis contact of a rival band 
of assassins, the Blackblades. Lovas 
Desilba (real name Soval Bladeis) has 
rented an appartment in Riverside, 
where he has spent weeks learning all 
the shortcuts and alleys. Needless to 
say, any party members foolhardily 
wandering into Riverside are likely to be 
confronted by the Dolphins (the /oca/ 
street gang — DM) and numerous mug- 
gers, and lose Soval en route. When not 
selling his wares in the Founders market 
Soval spends his time either stealing 
fish from other vendors or getting mod- 
erately smashed at Rowdy Djoh Lo’s. At 
all times he keeps three daggers conceal- 
ed about his person and a broadsword 
across his back, hidden under his robe. 
When the characters get around to 
confronting Soval they are likely to think 
that the whole affair is a little suspect 
when the supposed trader pulls out a 
broadsword, which, incidentally, is jet 
black (hence the Blackblades) and glis- 
tening with blade venom (potency 12). 
As if this isn’t enough, when (if) the 
characters have finished with Soval, a 
swordslinging Remi Ovar and 1d6 hired 
thugs will ambush them after their 
celebratory booze-up (or whatever) so 
that Remi can completely cover his tracks. 
The Referee should remember several 
things: if this takes place at night then 
there is a curfew, andthe trollkin are bet- 
ter in the dark than the characters; the 
Wall Watch may oversee some of this 
from their position on high and any 
character who draws a weapon ona 
Dolphin while deep in Riverside is 
unlikely to get out again without a lot of 
trouble. To spice things up a bit the 
Referee could make one or other of the 
assassins a member of the Seven 
Mothers cult and hence protected by the 
first Lunar Directive of Occupation — the 
choice for the party is either to play cat- 
and-mouse with Lunar authorities 
around the streets of Pavis, suffering 
crucifixion if caught, or to trek through 
Prax in the middle of Fire season! 


CAMEO TWO: 
THE HORNS OF A DILEMMA 
The characters are approached by a 
Watch captain and his men and placed 
under arrest — illegal drugs have been 
found in the party’s rooms. The captain 
is, however, willing to make a deal. After 
informing the characters that the pen- 
alty is 50 lashes followed by an 
immediate keel-hauling (he describes 
both in lurid terms) he tells them that if 
the characters stop a raid ona 
warehouse with the minimum of vio- 
lence and bring the criminals to him, he 
might see fit to drop the charges. He 
gives the characters details of the raid. 
An hour later the characters are 
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approached by a disreputable fellow 
who produces one of the personal 
effects of each of them, each stashed 
with drugs. He informs them that he will 
be raiding the warehouse and that he is 
being watched by several of his fellows, 
each with incontrovertible evidence of 
the party’s involvement in the drug 
smuggling activities. If he is attacked 
they will go straight to the authorities 
(this is true). He also says that if the 
characters stop the midnight raid then 
he will turn them over to a higher author- 
ity than the captain who is also threaten- 
ing them. 


Referee’s Information 

The captain is a glory hunter who 
planted the evidence. The rogue, Luis 
Zamul, had inside information on the 
captain’s plans and stole the evidence 
that the captain had not taken. The 
characters now have a problem: they 
can do as the one ordered and have the 
evidence handed to the authorities by 
the other — or they can get out of town. 
However, the captain has ordered the 
Gatewatches not to let the characters 
out — anyone going over the wall would 
be spotted by the Wallwatch and at night 
there is a curfew, rigorously enforced by 
the trollkin. 


FINAL NOTES 

Whilst playtesting Cameo One the party 
ambushed Soval in Snib Alley on his 
way to Rowdy Djoh’s after work. As they 
had approached from Silver Street and 
were new to town, they didn’t see the 
guardpost or recognise the Seven 
Mothers Temple. One character sum- 
moneda shade, but died before he could 
give it orders. Soval died from a knife in 
the head, two party members collapsed 
and, as the rest ran from the rampant 
shade, they saw guards coming up the 
street to investigate the commotion. The 
party then went through the first door 
they came to —a side door to the Lunar 
Temple. They stumbled, breathless and 
bloodspattered, in a Lunar service. As 
was now becoming characteristic the 
party ran, leaving Pavis within the hour. 
They never got a chance to encounter 
Remi and his friends again. 

In Cameo Two, the party realised their 
dilemma and went straight to the gate. 
Seeing the guards unsheathing their sci- 
mitars, they hurried to Gimpy’s and 
hired on to guard the Temple tunnel 
under the wall — where they promptly 
battled their way, with great loss to 
either side, through to the Rubble.O 
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BELGARIAD COMPETITION RESULTS 
In WD56 we held a competition to find 
some buried treasure hidden on the map 
accompanying the article on the Bel- 
gariad books. The first three correct 
entries and winners of the Belgariad 
books and full colour map of the King- 
dom of the Alorns and Angaraks were: 
M J Figg of London, Brian Winstanley of 
Reading and G Williams of Wales. 

The clue went as follows: The ‘third- 
from-twenty-ones’ refers to the third 
consonant of the alphabet, D. The 
‘largest’ letter Ds (not including the 
‘pale-ones’, [Ulgoland]) are found in 
Drasnia, Gar og Nadrak, Arendia and 
Tolnedra. Joining these Ds with straight 
lines forms across atthe ruins in Algaria 
south of Aldurford. And that’s where the 
treasure cache was! 


ARS ARCANA 
Hints and tips for spell casters 
by Kiel Stephens 


Last issue’s Ars Arcana in Treasure 
Chest provided some hints and tips on 
using some low level AD&D spells in 
unusual and more effective ways. This 
issue covers some 3rd and 4th level 
spells in the same manner. 


Clairvoyance 

Very useful to see a few rooms ahead in 
a dungeon in preparation to casting your 
projected image spell. You can also use 
itto keep an eye on your own abode, even 
when you are hundreds of miles away. 


Slow 

One of the best combat spells of any 
level. It allows you to halve the oppo- 
nents attacks, and guarantees them the 
loss of initiative, and all this with no sav- 
ing throw against more than one oppo- 
nent. You don’t know how lucky you are 
if you have this in your spell books! Seri- 
ously though, this spell is far too power- 
ful, and | suggest you use it as much as 
possible before your Referee bans it. 


Suggestion 

Of great value in stopping people with- 
out it being obvious that you have cast a 
spell. Very useful if undercover. 


Fire Shield 

This makes you totally immune to either 
fire or cold as long as you make your 
saves. Perfect if you know you are after 
a red or a white Dragon, and the poor 
sucker won't be much better off if he 
bites you either. 


Fire Trap 

Just imagine the possibilities if some- 
one that you don’t like opens a door with 
10 or 20 of these cast on it. As the caster 
can use the trapped item without setting 
it off, itis agood idea to carry a flask with 
a few of these cast on it, and if you throw 
it at something it will break open and be 
set off, but if you accidentally open it 
yourself it will be safe. 


Minor Globe Of Invulnerability 

With this on as well as protection from 
normal missiles, you become undam- 
ageable when flying, and no-one can 
dispel the fly spell without dispelling the 
globe first. 


emia See 


TREASURE CHEST 


Treasure Chest /s a regular 
department for readers’ ideas for 
Dungeon and Dragons. 


BIGBY’S 
HELPING HAND 


Polymorph Other 
Another major multi-purpose spell. 

1. Always carry around with you a jar 
containing charmed ants (they fail their 
saving throws a lot), and if you areina 
sticky situation you can polymorph up a 
nasty monster to work for you (eq, if fac- 
ing aniron golem try a rust monster), or 
amountto ride, or even just some food. 

2. Cast the spell at a monster in com- 
bat, turn it into an ant, label it with paint, 
and keep it in a jam jar. When you have 
set up a good collection, and you meeta 
monster that you don’t feel too happy 
about facing, just get the jar out, throwa 
quick dispel magic, and teleport out 
before the fireworks start! 

3. Itis sometimes useful to risk turning 
a party member into some tough crea- 
ture for meeting a particularly tough 
opponent. It is best to use an intelligent 
party member, and to turn her into 
something that is powerful, but with few 
hit dice. 
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BEGGARS 
An NPC-type for AD&D Campaigns 
by John Grandidge 


These loathesome lumps of corruption 
can be found festering on most city 
street corners. Noisome though they be, 
these social parasites often have a good 
knowledge of the layout of the city and 
low society gossip; the latter being little 
use to any but other cut-throats and 
thieves. Often beggars will be servile 
wretches, spouting forth great meaning- 
less blessings upon anyone who tosses 
them a few silvers. Similarly, they usu- 
ally endeavour to give pleasing answers 
to questions (in the hope of more pay- 
ment) even if they do notin fact know the 
correct answers. Of course, some beg- 
gars have a modicum of pride and will lie 
as maliciously as possible (but keeping 
the lie believable) if they feel insulted by 
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the questioner’s tone or payment. On 
the last score, whilst beggars do not 
mind being talked down to by obvious 
nobles, they will object (secretly) to an 
aloof barbarian or, indeed, to a patronis- 
ing gentleman. 

The Beggars’ Guild could be a small 
and shoddy organisation probably run 
sometimes overtly, sometimes secretly, 
by the Thieves’ Guild, providing soup 
kitchens and flophouses. Whilst some 
beggars are the poor unfortunate crip- 
ples or war-wounded they appear to be, 
many would be apprentice thieves. The 
thieves are accomplished actors and 
with the help of unspeakable make-up 
techniques they imitate the real grotes- 
ques with startling accuraciy. The major- 
ity of these thieves are simply on the 
streets to finance themselves (and their 
guild) by pickpocketing. However, 
should they hear of, or see for them- 
selves, some inadequately protected 
mark with more money than sense (a 
lone adventurer fresh from the dun- 
geons usually qualifies), then they may 
leave their patch to follow the mark at a 
distance until he has been traced to his 
lodgings. The Guild will then be 
informed and that night the mark may be 
relieved of some of his weighty gold. A 
few begging thieves are quite accom- 
plished masters of their art. These will 
be on the streets for a specific, short- 
term purpose such as rumour gathering 
or being lookout for a larger operation. 
This is not to say that they won’t always 
resist the temptation to ‘keep their 
hands in’ as it were by picking a likely 
looking pocket or two. 

All alignments are possible, but real 
beggars tend to Neutral and Evil due 
to brooding upon their bitter and 
twisted lives. Likewise, of course, thieves 
are not usually either Lawful or Good. 

An average beggar will have a 60% 
chance of being a thief. He or she will 
have a percentage chance to know any 
given piece of information about the 
city. Roll the Knowledge percentage of a 
beggar initially and then try to roll under 
it when asked simple questions (eg 
‘Where does the most powerful mage in 
the city live?’) or try to roll under half 
for more difficult questions (eg ‘What 
time of day is he most likely to be out?’). 
The disposition and condition of the 
beggar can be randomly determined 
below. Thievish beggars’ disposition 
and disfigurement may be false.O 


Beggar Disposition Table 


Die 

Roll 

1-3 Ebullient, over friendly 
4 Friendly, cheerful 

5-9 Withdrawn 

10-14 Uncaring 

15-18 Grumpy, morose 
19-20 Insane* 


* Insanity: roll as per DMG pgB3. Roll 
again-—if 19-20, the insanity is apparent. 


Beggar Disfigurements Table 
Missing limb 

3 Missing eye/blind 
Deaf/dumb 

-7 Severescarring 

-10 Nasty burns 

11-13 

14-16 

17-20 


Open sores 
Hideous warts 
Roll again, twice 


Dear WD, 

What's happened to your lovely 
magazine? Why did you leave the 
superb style of ‘golden age’ White Dwarf 
(40-50) and instead fatten up the 
magazine with excessive advertising 
and useless articles? And what awful 
colours you use to shade the pictures 
and page margins now! Personally | 
much preferred the neat, well-packed 
and interesting issues prior to 52. At 
least the colours didn’t make me feel 
ill then! 

Yours, 

Darren Woolcock, Worcester. 


Dear WD, 

| must echo Matt Mayson’s senti- 
ments regarding Tabletop Heroes 
(letters page, issue 56). It is difficult to 
decide exactly what your intentions are 
in featuring this department every 
month; it purports to be a vehicle for 
figure reviews, but Joe Dever and Gary 
Chalk seem more concerned with pas- 
sing on their tips on modelling and 
painting. Colour photographs of painted 
and sometimes even altered figures do 
little to help readers avoid those which 
are badly cast, and so on. Surely some- 
thing in the style of the long abandoned 
Molten Magic would be better able to 
cover the new releases of the monthina 
way which would enable readers to 
decide for themselves which figures are 
worth spending their hard-earned 
money on. Examining the models at 
close quarters in a shop remains the best 
way of ensuring satisfaction, but some 
people are forced to buy by mail-order 
and generally have nothing to go on 
except the figure names and occasion- 
ally, somewhat pathetic drawings such 
as those which grace Citade/ catalogues 
and advertisements. | would hazard a 
guess that Tabletop Heroes was created 
almost entirely in order for you to utilise 
your newly extended colour printing 
facilities in a manner designed to catch 
the eye of a potential purchaser of your 
magazine. If this is the case, then it 
would make sense to employ artists who 
(unlike Dever and Chalk, it would seem) 


ails e 
must be thousands 


puters and who are wondering how 
they can use their expensive machines 


to supplement their gaming hobby. Past 


columns have provided useful prog- 
rams to eliminate many tedious aspects 
of various RPGs or advice on how to 
write such programs, but what do we 
find in issue 56 ? A page-long review of 
an arcade game, of all things? Russell 
Clarke axed a useful program to publish 
this review —| would suggest that in 
future he features articles which would 
actually help those who wish to bridge 
the gap (no pun intended) between war- 
gaming and micros, and leaves reviews 
of games to magazines devoted solely to 
computer games, of which there are 
many now available. 

Despite these complaints, | find your 
magazines excellent value for money, 
especially now with the addition of a few 
extra pages. The Travellers remains 
excellent, being everything that Thrud 
isn't — witty, sophisticated and stylishly 
drawn. Of this month’s ‘one-off’ fea- 
tures, | particularly enjoyed The Last 
Log, which was refreshingly original, 
and The Sunfire’s Heart. The latter 
shows great flair, and | look forward to 
reading the second part — and | hope to 
see much more in the future written by 
the capable Mr Emery. 

Yours, 

John Botham, Birmingham. 


Dear WD, 

Congratulations on publishing yet 
another excellent Ca// of Cthu/hu 
scenario by Jon Sutherland. The 
imaginative, yet simple, idea of setting it 
in the future is brilliant. The scenario as 
a whole is well organised and although 
not long-winded, the prose gives 
enough detail for the Keeper to describe 
in full the horrific happenings at Base 1. 
Please continue to print more CoC 
scenarios of this quality. 

Another plus to the magazine is the 
book review by Dave Langford—nothing 
short of brilliant. Although many people 
dislike him, as has been shown in The 
Reader Strikes Back, | consider his wit 
and sarcastic comment to be by far one 
of the highlights of White Dwarf. 

The caustic remarks passed by Matt 
Mayson inthe column of WD56 are con- 
sidered rather harsh on my part. Mr 
Mayson is no doubt one of the ‘experi- 
enced wargamer and figure-painter’ 
clique, who consider any work that can- 
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not win a major national competition 
rather inferior. It is about time that Mr 
Mayson opened his eyes and realised 
that wargaming is not only for the select 
few, but for everybody. Perhaps Mr 
Mayson thinks that he can paint better 
than Messrs Chalk and Dever, and also 
write better and photograph neater than 
them. If this is so, he should write 
Tabletop Heroes and take all flak that he 
so enjoys handing out himself. 

Yours, 

Tony Parry, Caerffili. 


Dear WD, 

| am writing to comment upon Matt 
Mayson’s rather scathing attack on the 
Tabletop Heroes work of Joe Dever and 
Gary Chalk (WD56). His criticism was not 
what you might call constructive or fair. 
| would say that he went over the top in 
his attack. 

| would agree that not all of the paint- 
ing has been up to the highest of stan- 
dards, but on the whole it has been good 
enough not to warrant Mr Mayson’s 
suggestion that only a 12 year old would 
be proud of it. Actually, for all he knows 
those figures might have been submit- 
ted by a 12 year old! | actually doubt that 
all of the figures have been painted by 
the photographers themselves — there 
appear to be too many varying styles 
present. So the photographers are prob- 
ably dependent upon others for the 
quality of painting. 

As for the second criticism of inferior 
photography, |! don’t suppose it will help 
the cause of Messrs Chalk and Dever if | 
were to mention that the equipment 
necessary for achieving the depth of 
field Mr Mayson desires can be very 
expensive. After all, close-ups of figures 
of this size often mean that other figures 
nearby lose focus if one attempts to get 
all the detail of the main figure right. 

The third accusation, that of using 
backing scenery consisting of mere pic- 
tures, instead of photographing sections 
of a complete diorama, while having 
some basis is still over-critical. Since the 
Tabletop Heroes article first appeared, | 
have noticed one or two such photo- 
graphs of parts of asetinterspersed with 
those ‘flat uninspiring backgrounds’. 
Also | would like to point out that the 
contributors might also be entirely 
dependent upon the figures available to 
them. Perhaps they are entirely at the 
mercy of their own contributors as to 
what they have to photograph. 

Perhaps it would be an idea for Gary 
Chalk and Joe Dever to defend them- 
selves from such attacks by letting us 
know their situation; are they full-time 
photographers of miniatures, what sort 
of equipment they use, where the 
figures come from, the availability to 
them of fantasy dioramas? In fact it 
might make a fair future Tabletop 
Heroes article: the art of photographing 
miniature figures. As for Matt Mayson; 
as he is so critical of the contributors’ 
efforts, maybe he would like to send in 
to White Dwarf some of his own work for 
publishing and show us how it should 
really be done. If his figure painting and 
photography outclass that of Messrs 
Dever and Chalk, then he shouldn't deny 
the rest of us the pleasure of seeing it. 

Yours sincerely, 

Nigel Espley, Dudley, West Midlands. 
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INDIANA JONES RPG - (should THE 


AST 
be £9.50), 64-page booklet, 3D (FASA) Larg 
figures (characters, walls, doors, i 


quality, hexagonal counters. War 
between the Rylosians and the 


tacky, no doubt TSR will claim that 
the idea is a rough and ready punchy 
RPG. The rules are straightforward, 
you have to be Indiana Jones or his RINGWORLD COMPANION _ 
sidekick, i features new animals, aliens, plants, 
technical items, vehicles and 2 scen- 


*  arlos, just the sort of thing you ex-' 
It also features an introductory ad- 


pect from a Chaosium companion 
venture ‘IKONS of IKAMMANEN! booklet. 
I’m not quite sure about the game, 
time will tell, 


make a ‘backbone check’ (morale) 
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n STARTREK [I - Starship Duels - 
new character skills. Module type “cy and II (£5.95 each) The first pits 
format (£?), the Enterprise against a Klingon 
: ‘Birds of Prey’, Very novel plotting 
TOON (sJG) (£?) The Cartoon System, 2 players, the second has 
RPG - written by Greg Costikyan 


4 the USS Reliant versus a Klingon 
hat there will be no (designer of The Creature That Ate L9. 

fidently state tha’ dence of that Sheboygan), Very well written and 
further comepen “anata contacted easy to understand, should take over B-SOLO module (TSR - £4.50) 
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on the search de ;. write to our venture, large full] colour Map, card COMPANION SET (7SR - £9.50) 
you psi igs ai Editor, Marc character Pieces and dice. All the 
head office, : 


~ Same components as Expert Set — 


Gascoigne, 27/29 Sunbeam Road, 


famous and infamous Marvel heroes, 
Py 
London NW10 6] 


expands the ‘world Picture’ 
Cpt America, Spiderman, etc etc primarily involves mass combat, 
very pretty and wel] Produced, full basis of the feudal system, new 
of comic book illustrations. Com- monsters, treasures etc. All com- 
y patible with existing Basic and 
stand (£9.50?), Also _ available Expert modules. Also available 
MHACgQ. Avengers Assembed with Test of the Warlords (CMI) - typical 
Thor, Cpt America and Iron Man, mighty thewed axe wielding may- 

hem “you’ll be ready for the inevit- 
PACESETTER — CHILL ‘THINGS’ able clash of empires, the outcome 
of which May alter the fate of mil- 
Dracula), Things is lions; You’]] be ready. Won't you?” 
ge list of monsters. Of course we will!! 


Suicie ‘ er 
All ee ar Wars orhamm 2 


p qa re! 
a ames ing af 
Ww . 


to TSR Gamesmasters Screen and CBI - CONAN UNCHAINED! 

mini modules, Also available TIME- (TSR - £4.50) First scenario set in 

MASTER Screen with module Robert E Howards world - 
9 


spy REPORT @ 


Hyboria, this module sets up the 
ha Earth ‘ world and gives you 4 plot encoun- 
Workshop Middle ase STAR TREK I] - Starship Combat ters, together with AD&D rule 
* Games }° t 1 be a spe ane Game (FASA4 - £11.95),78 counters, — adaptions, 

| the licence : for rele 


aS ee at . 
| Role-Playing is due 


large starfield Map, data and rule 
UK version 


0oks, contro] panels and dice, This 


STAR FLEET BATTLES VOLUME 
avy ut to is the ship to ship combat Originally II (Task Force) - revamped version 
in Janu Be was N available in the Delux Star Trek set, of expansion KitsieS oo available 
| * May{@ id OeTREA! their extensively expanded. Easy to Play either boxed (with Map, counters 
| new Row , claim that th and very enjoyable. etc) or as COMMANDERS RULE 
% Genesis Games tage BOOK VOLUME IL (Boxed £20.95; 
* Coy ex Xm: he poot UK4 - When a Star Falls (TSR - Book £8.95), 
seg AS bef despite be proved £4.50) The fall of the Tower of the 
be ret rhammen nragom ha rin the Heavens js predicted when a star THE SEARCH FOR SPOCK 
% Hee n Th h best falls... Colour inserts etc, (FASA - £5.95) Micro Adventure 
reviev Britis py with Game - 1]9 playing Pieces, event 
USA to dates saty pews ‘of his SAMMA WORLD CHARACTER 
% Sauron 1S OO". erpre = 


cards, modular map, 3 dice and rules, 
SHEETS (TSR - £3.95) an expensive 1-4 Players. You must find Spock 
Yawn!! before the Planet disintesrat.. 


Games 


SAMURAI BLADES Latest 
Release £9.95 

Fuedal Nippon with bushi, monks 
and ninja. Man-to-man fighting to 
be Shogun. Companion to Cry 
Havoc. Maps and counters sold 
separately £2.45. 


SIEGE £9.95 

Storm the castle or hold out 
staunchly. Treachery, siege 
engines and mining. Companion to 
Cry Havoc. 


CRY HAVOC £9.95 

Original game of mediaeval man-to- 
man combat. Knight against 
knight, judged by the sword. 
Peasants battle for liberty. Cry 
Havoc and let slip the dogs of war. 


CITY OF SORCERERS £9.95 
Magical research and combat in the 
arcane city. Novices struggle by 
courage and scholarship to join the 
ranks of the wizards. 

SPEED AND STEEL £9.00 
Europe-late 1930's. Arms build-up, 
blitzkrieg and terror bombing. 
THUNDE-RIN GUNS £6.99 
The old west, when men were men. 
The sound of the .45’s as the sheriff 
heads off the outlaws at the pass. 
STARSHIP CAPTAIN £12.95 
Stardate 2401. Invaders sighted but 
megamissiles leave the galaxy free 


Standard Games Latest Release 


Samurai Blades| 


Available from good toy and 
game shops. 


Full Colour Maps/Counters 
Cry Havoc Counters £2.45 


Superb full colour counters ideal for 
NPC’s or Medieval skirmishes. 


Siege Counters £2.45 

For use as NPC's or Medieval battles, 
contains Ballista, Ram, Mangonel 
Trebuchet. 


The Village Map £2.45 
Excellent base for a role playing 
adventure or for skirmishes. 

Size 22x16". 

The Crossroads Map £2.45 


Open terrain for skirmishes. 
Size 22'%”x16". 


The Forest Map £2.45 
Ambush country for role playing and 
small unit tactics. Size 22'4"x16" 


The Castle Map £2.45 

Border castle for those of a modest 
devirse, all fixtures included, draw- 
bridge, tower and battlements. A 
desirable residence for any lord. 
Size 22'"x16". 


The Camp Map £2.45 

Useful for many role playing or wargame 
campaigns, features include, marquees, 
tent lines and defensive ditches. 

Size 22'.”"x16". 

Map of Deep Space £2.45 

Black map overprinted with a white 


25mm hex. Ideal for all space campaigns 
and ee skirmishes. 
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Accessnrics 

Dungeon Accessory Pack 1 £2.95 
Stone floors, bare ground, steps, pits 
and grilles. All you need to start your 
adventures. 12 sheets boxed, 1 sheet 
mapping paper. 

Dungeon Accessory Pack 2 £2.95 
Expand your adventures with boats, 
trees, furniture, skulls, swords and 
much more. 12 sheets boxed, 1 sheet 
mapping paper. 

Role Playing Character Pads £1.95 
A timesaving permanent character 
record. Pad of 50. 

Jumbo Hex Pad £2.95 

Map your campaign professionally. Each 
pad 10 sheets, 17” x 25” with 15mm 
hexes. Hexes consecutively numbered. 
Felt Hex £12.95 

Battlefield sized gamescloth 6’ x 4’ with 
1” hexed side and plain side. Four 
colours for grass, sea, sand and space. 
Plain Felt £6.25 per metre 

72” wide, any length may be ordered. 


Hex Paper Pad £1.95 
Handy A4 size for mapping role playing 
or wargames. 50 sheets. 


Macro Hex Pad £1.95 

A hex paper with a large hex over- 
printed, enabling an area from a 
campaign to be blown up and drawn in 
detail. 50 sheets. 


Jumbo Hex Clear Plastic £1.80 
This is a sheet of clear plastic for use as 
an overlay. 25 or 15mm no’d. 17”x25”. 


Jumbo 1” Square £2.95 

10 sheets 17” x 25”, 1” grids printed on 
parchment paper. For mapping or pre- 
planned adventures. Blue or sand. 


Card Warriors £1.50 per sheet 

Full colour figures to aid role players and 
wargamers. F1 Dungeon Adventure, 
monsters, dragon and heroes. F2 
Savages and Swordsmen. DA1 Saxon 
Army. DA2 Norman Army. US1 Union 
Infantry. US2 Confederate Infantry. 
US3 Union Cavalry. US4 Confederate 
Cavalry. US5 Civil War Artillery. 


for humanity. Size 22! For grass, sea, sand and space. 
Mail Order - Please send your cheque postal order to, Standard Games and Publications, Arlon House, Station Road, Kings Langley, Herts WD4 8LF. Post & Package, U.K. add 10% to orders under £8.00 
Overseas add 30" to total cost, For free brochure send s.a.e. ACCESS taken. Trade enquiries welcome worldwide 


U.S.A. WARGAMES, 1410 Promenade Bank Centre, Richardson, Texas 75080 Tele 214-387-0360. 


ESSEX MINIATURES FANTASY 


25mm ROLE PLAYING MINIATURES 
UNIT 7, CHAPMAN CT, 62 


Gnoll attacking with long-shafted 


Please mention White Dwarf when replying to advertisements 
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Lo Centaur Siring bow: jcisitivisis te 90p d§ - OSS EON oy es oo aad Os 60 
la Centaur with spear & shield... . 90p CHARFLEETS ROAD, 63 Gnoll menacing with ‘Skull - denter’ 60p 
: Ne with ert Let aang 70p CANVEY ISLAND ESSEX. : ct Be Wwithtaxeaisrois inv. Op 
Py gre carrying huge malle on 5 no Setpain goa rere eds ke Pp 
dragging dead dwarf ........ £115 COMPLETE mel298- 082 BODIE aes IBBPARON WiiehabEtbras > fice. accen 60p 
3 Sorcerer... 22-22-22 +e ees 34p 1984 CATALOGUE YRS KN 67 Gnomes with spear (3 variants) . . . 70p 
4 Norse faanbovith axe & spear... ete 68 Gnomes with bow (3 variants) 70p 
bY = Bear‘on ‘hind Jegs eons jsi> 2 eho Pp - 69 Gnomes with club & slin 
6 Dwarf tribesmen (3 var. pack) 70p e hoe ane th head of Seren Uae o~ (S:variants)' .4.-. +» 3 Ses Re 70p 
7 Dwarf tribesmen with crossbow 35 Gre Sai Ac ye hield 9 We RES oc 480 70 Gnome swordsmen (3 variants). . . 70p 
(3 yar- pack) i bo3- vse vipiels = 51> 70p 38 Onc With dab & micla (Gear) 222 48h 71 Gnome fighter .........0.. 34p 
8 Dwarf fighters (2 var.pack)..... 70p 37 on firin crossbow (2 var.) he so 48p 72 Gnome Leader/Std. Bearer/Musician 80p 
a bar Saree bearer, drummer eae 38 Ore DR aned thrusting spear. aie 73 Gnome chariot with driver, archer & 
1 arbarian fighter si) otras sir enone p Bpearman }retsilers ere.) bieie eons a £1.35 
11 Paladin, crested heim, shicld & sword 34p SS IVAE.) mii e vivin in nie bm Boies 48P 74 Gnomechariotwithdriver& Leader £1.70 
12 Fighter, leather jack, wooden shield 39 Ore Been (2 var). -.-+-.- ape 75 Slingers (3 variants per pack) . . . . 80p 
and'Scimitar) (7 wisicimicyoite bie 34p 40 Orc with eath Banner .....-- P76 Swordsman (3 variants per pack) . . 80p 
13 Fighter in padded jacket, plumed 41 Orc beating Battle Drum ...... 60p 77 Spearmen (3 variants per pack ... 80p 
helmetand large bladed sword 34p 42 Trumpeter............---. 60p 78 Macemen (3 variants per pack) . . . 80p 
14 Fighter in mail shirt, visored sallet, 43 Chieftain with axe .........- GOpr 79 eChiektain ic see ee ee 70p 
PolearMnrera owe ook ee che is 34p 44 Guard - Armoured Halberdier... . 48p 9 Chieftains Guard (3 variants 
15 Fighter in mail, some plate armour, 45 Champion in Plate Armour ..... 60p pexipack)|.. (Ly csten eteciete eu 80p 
bet mie gona eal” fe Sewers ee fap on Ned ceiinpamaniiing © 
FUULISOD SWOFG . 2. wee ce ee eo ew oe ear WO Scicwelo ie mie te Se erence ae ieee & te 
16 Thief stooping to pick up spoils .. 34p 48 Ore rabble with axe & dagger .... 48P 2 Mounted Goblin maceman riding E 
17 Magic User large cloak and hat, skull 49 Orc rabble with sword & shield . . . 48p WOE’ Pe pre eee ccc, ae 60p 
on staff, andrat athis feet ..... 34p 50 Ore rabble with club & shield... . 48P 83 Mounted Goblin swordsman riding 
18 Cleric, some armour, cloak, short, 51 GRETA ORC LEADER RIDING Wolk, eee. Ake tes eee 60p 
surcoat, visored helmet and magic ARMOURED WAR PIG! ..... £1.35 
sword os Sty oh 5 3 as ao 34p 52 Skeleton warrior in helmet & mail . 34p OUR FIGURES ARE NOW 
19 The eae peaeOR large and aoe Bs pesicfon warcormih see shield aap AVAILABLE AT:- 
wings outstretched ......... . izardman reatening wi mace . p 
20. Hobgoblin with large bladed, heavy 55 Lizardman with lowered mace ... 60p ‘GAMES’ 50-54 MANCHESTER STREET 
polearmytsvss ts pele hearin ue iri our. spore elis 56 Lizardman with Aquaspear .... . 60p LIVERPOOL 
20a Hobgoblin with spiked mace .... 60p 57 GARGOYLE ADVANCING! .... 90p 
27 Bugbear with spiked club, holding BSP eGhortarract. saeie ts. snes toeeke dete 34p AND 
peverca Nead -. =... cccievs cle'm. cleus 60p OomeHi Giants. srretets cache. ote oe £1.15 
28 Bugbear with large curved sword . . 60p 60 Gnoll thrusting Cutlass Or o> cress 60p ‘GAMES’ UNIT 20, MERRION CENTRE, 
320 WOLF oo Sarat otn.e sere oo ete Oo ap I-61 SaGnoll firing Greatlbowatewictee 60p LEEDS 


CLASSIFIED 


All classified ads must be prepaid at 
the rate of 10p per word, display ads 
£3.00 per scc. Please send copy and 
payment to White Dwarf 27-29 
Sunbeam Rd, Park Royal, London 
NW10, making cheques/POs payable 
to Games Workshop Ltd. 

White Dwarf regrets that it cannot be 
held responsible for financial transac- 
tions resulting from small ads. Readers 
are advised to take appropriate precau- 
tions before parting with any money. 


Standard Format For Advertisments 
To keep your small ad clear and simple, 
keep to the format of this advertise- 
ment; a heading followed by the text 
and then your name, address and/or 
phone number (with the STD in brac- 
kets). Help ads can even be phoned in 
to the White Dwarf offices. Contact: lan 
Marsh, White Dwarf Small Ads, 27/29 
Sunbeam Rd, London NW10 6JP. 
Phone: (01) 965 3713. 


For Sale 

RQ boxed set, Scorpion Hall and 
character sheets: £10, Phone lan on: 
Runfold 2891. 


48K Spectrum Adventure 

The Missing Princess. Almost 100 loca- 
tions, lots of problems to solve. 
Cheque/PO for £3.50 to: M Page, 

159 Northumberland Avenue, 
Hornchurch, Essex RM11 2HW. 


Freelance Artsist Required 

Should be able to draw to scale, in 
detail, good representations of elves, 
warriors, animals, monsters of all 
places and times etc in 15mm, 20mm, 
25mm and up to 50mm. Send samples 
of work to address below. Good pay- 
ments!! Also wanted, Starlord, RPGs, 
2000AD, White Dwarf, Imagine, and 
miniatures for inclusion in science fic- 
tion/fantasy museum; 10-50% original 
prices paid, perhaps more! Send lists 
and donations with proper custom 
labels (ask at Post Office) to: Tribute, 
Adventurers Tavern, Windermere, 
Cherrywood Road, Loughlinstown, 
County Dublin, Ireland. In exchange for 
donations enter free draw and get free 
publicity plus our humble thanks! 


FRP/Comics Sale 
Games/scenarios/figures/comics etc, 
eg Pavis £10, Federation Space £10, 
Morrow Project £5, SO scenarios £2.50, 
Dragons £1.50, WDs 75p. Send SSAE 
for full list to: Mike Lewis, 

12 Parkwood Close, Broadstairs, Kent. 


Combat Is Glory 

The latest AD&D fanzine out, featuring 
reviews, monsters, NPC classes and an 
excellent 10 page scenario. Send 40p 
(stamps) to: Andrew Thomson, 

53 Parolles Road, Archway, London, 
SAE. Or buy in leading shops! 


Lower Your Reading Standards... 

Buy Orc Torc, the new AD&D/T&T fan- 
zine. It's stuffed with solos, adven- 
tures, monsters, fiction... and only 40p! 
From: Tony Ellis, 8 Hillcrest, Mayland, 
Essex CM3 6AZ. 


For Sale 

AD&D figures, modules and aids. Send 
SAE for list to: D Wilkinson, 2 Glascairn 
Ave, Portlethen, Aberdeen. 


Look! 

New ideas for Basic D&D. For details 
send SAE to: Dragon Helpline, 74 Ruskin 
Ave, Wellingborough, Northants. 


Basic Dungeons & Dragons 

26 new monsters; send one pound and 
SAE for documentation to: 

11 Racedown, Wordsworth Road, 
Wellingborough, Northants. 


It's For You! 

Traveller Starter Edition, Books 4, 5, 
Supplements 2, 3, 4, 8, 9, 11, Adven- 
tures 3, 4, 6, Azhanti High Lightning, 
Fifth Frontier War, Striker. SPI's Star 
Soldier. All in excellent condition. Any 
offers to: Kevin Elliott, 19 Edward 
Road, Clevedon, Avon. 


SMALL ADS 


For Sale 

Traveller Book, Mercenary, Grimtooths 
Traps, Wonderous Relics, Treasury of 
Archaic Names, RuneQuest Compan- 
ion, SoloQuests 1 & 2, Questworld, 
Pavis. Dave: (0203) 661723. 


D&D/T&T 

DM's adventure maps, 50p per map & 
SAE. Send to: Deathswords, 14 Lawson 
Road, Sheffield S10 5BW, or Death- 
swords, Natal Farm, Little Barugh, 
Malton YO17 OUY. 


SPS 

Offers a unique service, all figures 
available (un)painted. Over 300 fantasy 
miniatures, historical figures, seige 
equipment, 43 armies, games. Painted 
25mm figures from 60p. Send £1.00 for 
catalogue and sample: 113 Chester 
Road, Macclesfield. 


For Sale 
Large amount of games figures and 
magazines. Ring: 940 3979. 


For Sale 

Top Secret £10, War of the Worlds £10, 
Battlecars £5, Sanctuary £10, Gravball 
£10. All for £40. Phone David Pinto on: 
(0382) 456898. 


Gremlin 

Solo fantasy adventure with instruc- 
tions; send £1 to Thomas and Barney 
Haward, 106 Halstead Road, Stanway, 
Colchester, Essex. 


New 
AD&D adventures, books, magazines. 
Phone Glyn on: Redbourn 2541. 


For Sale 

Traveller Books 1-5, Supplements 2-3, 
6-9. £1.30 each, post paid. Phone: 
Radnage 2458. 


RPG Aids 

25mm scale furniture for dungeon, 
castle, hovel or inn. Also fantasy 
figures painted to high standard, A4 
character or room drawings from your 
specifications. Random designed 
rooms supplied. For details of these 
services and more send SAE to: Tanith, 
62 Dickens Ave, Corsham, Wilts. 


For Sale 

Programme in BBC basic, will resolve 

any fantasy battle. Cost £5.00. Contact: 
Richard, 36 Marchbank Gdns, Balerno, 
Edinburgh. 


For Sale 

T&T books and adventure, D&D books, 
Warlock, Dr Who, loads of family 
games. Worth £120, sell £70 ono. 
Desperate. Quick sale. Phone Richard 
on: (051) 733 0090 (after 4). 


Plans Plans Plans 

Now forthe hard pressed DM or player 
there is a range of plans available suit- 
able for scenarios, PC ‘accomodation’ 
etc, covering castles, towers, churches 
and others. For detailed price list send 
SSAE to: R Blows, 60 Parnel Road, 
Ware, Herts. 


Viking 

Anew AD&D character class combin- 
ing the sailing and fighting abilities of 
these Norse warriors. For complete 
details including a new weapon type 
send £1.50 + SSAE to R Blows, 

60 Parnel Road, Ware, Herts. 


Would you like to work at 

Virgin Games Centre? 

We are looking for managers and 
staff for our specialist games shops 
soon to be opened around the country. 


We offer competitive salaries and 
attractive bonus schemes. Write with 
details of your interests, back- 
ground and expertise to: Personnel 
Officer, Virgin Games Centre, 


22 Oxford Street, London W1A. 
Quality Painting 

Of fantasy figures, armies, units, 
dungeon adventurers at reasonable 
prices. Send SAE for free sample. 
Mr Worsley, 22 Brindley Street, 
Holderness Road, Hull, N Humberside. 
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For Sale 

Traveller Advs, Best of Dragon, 2nd 
edition D&D plus B1, N71, S17, S2. 
Phone: (0467) 21511. 


PBM Tarantis 

Tangrum, Arch Mage, requires volun- 
teers to adventure throughout Tarantis 
to root out the evil menace. Characters 
should be 1st level D&D, two per 
player. M Bindon, 61 Sole Farm Ave, 
Bookham, Surrey KT23 3DG. 


For Sale 

Trollpak, Questworld, Thieves’ World, 
Elric, RO supplements and scenarios 
and more. Phone: Burgh Heath 54933. 


For Sale 

DDG first edition £12 (includes Mel- 
nibonean and Cthulhu mythos), MM2 
£7, Fiend Folio £7, Umbar, Angmar £6 
each, White Dwarf 24, 25, 28 £2 each, 
30-50 £1.50 each. Telephone Martin 
on: (0602) 233086 before 7pm. 


For Sale 

T&T £4.50, MM&M £13, GWE7, SFand 
GM screen £9, SO £9, all new. WG 
Hardy, 31 Pinehill Road, Bangor, 

Co Down BT19 2SA. 


Warriors and Weapons 

Weaponry and armour to your design. 
Telephone or send 50p for sample 
photo. Maurice Taylor, Warriors and 
Weapons, 7 Wickens Walk, St Annes, 
Nottingham. Tel: Nott 580067. 


Andromedas Edge 

The Wars for the Rim. Latest computer 
moderated PBM from Living Space 
Games. Flexible, fast-moving and fun, 
Players carve out empires on the galac- 
tic fringes. Features ship design, tech 
and weapons research, colonisation, 
diplomacy, exploration, warships, 
troops and much more. Turns from £1 
each. For further details send 9x4 SSAE 
to: Living Space Games, 11 Victory St, 
Keyham, Plymouth PL2 2BY. 


A Career Opportunity with 
GAMES WORKSHOP LTD 
Our Trade Sales Division require a 
SALES REPRESENTATIVE 
for 
London, Sussex, Surrey, Kent. 
This post will soon be vacant due to the 
promotion of the previous incumbent. 
Duties include servicing Games 
Workshop's trade customers in the 
area, finding new business, and 
assisting the Head Office Sales team. 
Applicants must have a full driving 
licence and a lot of energy and self- 
motivation, and should live in London. 
A knowledge of hobby games and 
miniatures would be extremely use- 
ful, as would experience of selling. 
The postis salaried; benefits include 
monthly commission payments and 
a rather clapped-out company car. 
Please apply in writing, including CV to: 
Peter Darvill-Evans, 
Games Workshop Ltd, 
27-29 Sunbeam Road, London 
NW10 6JP. 


HELP! 


Clubs, contacts and events can be 
advertised once at no charge up to a 
maximum of 30 words. Further inser- 
tions at the rate of 5p per word. 


Southampton 

Aftermath and Space Opera ref/player 
(14) seeks other refs/players in the 
Southampton area. Also plays RQ, 
Traveller, AD&D and Car Wars and is 
willing to learn. Contact: Nick Barron, 
32 Bassett Dale, Southampton SO17GT. 


Wanted 

D&D Expert Set without /sle of Dread 
or Dragon Dice. Ring Gregory on: Car- 
lisle 30291 or write to: 89 Meadow 
View, Harraby, Carlisle, Cumbria. 


Louth Area 

AD&D experienced player or learner 
DM requires other players in the Louth 
area. Regular play not possible but will 
travel distances. Phone: Louth 605434. 


Players Wanted 

To expand on AD&D playing group 
who play in Walthamstow, London. 
Will try other RPGs, beginners and 
DMs welcome. For details, write to: 
Dean, 66 Haldan Road E4, London 9JJ, 
or phone Paul on: 520 5263. 


Artists Required 

New fanzine requires good artwork. 
Please contact: R Sproston, 25 Margery 
Ave, Scholar Green, Stoke-on-Trent 
ST7 3HU or phone: Kidsgrove 3703. 


Dunlaoghaire/Killiney 

Urgent. Are there any clubs or players 
in the Dunlaoghaire/Killiney area. Play 
Warhammer and willing to learn any 
other FRPGs. Have army, will travel. 
Please write/call: A McTurk, 4 Avon- 
dale Road, Killiney. (Age 14). 


Starfleet Command 

Starfleet Command is an international 
Star Trek organisation. All members 
receive a rank and assignment to star- 
ships, starbases or planetary outposts. 
For full information send an SAE to: 
ADM Ronald LLingham, Chief of Oper- 
ations, c/o 23 St Chads Road, Blackpool. 


Swap 

Traveller rules + Tarsus, T&T rules, 2 
solo adventures and RQ Griffin Moun- 
tain for RO material and Bushido. Send 
offers to: Tim Watt, High Trees, Ilkley 
Road, Riddlesden, Keighley, W Yorks 
BD20 5RE. 


Wanted 

Issues of WD containing Irilian, the 
AD&D city, or photocopies. Will pay 
reasonable price. Contact: A Bowie, 
18 Florence Drive, Enfield, EN2 8DG. 


Postal Diplomacy 

More players (and GMs) needed to fill 
Diplomacy, variants and other games 
run though the post for fun and for free. 
Vienna, our zine with advice and infor- 
mation on Diplomacy, etc, is currently 
free to all players. Join us! Contact: 
Simon Franklin, 185 Totteridge Road, 
High Wycombe, Bucks HP13 7LA. 


Help 

16-yr old in Bristol/Portishead area 
requires tuition in RuneQuest or any 
other FRPG. Has own RuneQuest rules, 
willing to learn others. Any others? 
Phone Ray on: Pill 3785, anytime from 
12to 7pm. 


T&T Ely 

16-yr old male novice player of Tunnels 
and Trolls wishes to contact other 
players in local area. Willing to learn 
other games. Write to: Darran Cooper, 
21 Yorke Way, Ely, Cambs CB6 3DT. 


Experienced RPGer 

Looking to join ina RPG campaign. Will 
consider most systems. Please tele- 
phone David White on: Weston-Super- 
Mare 32204, or write to: 13 Exford 
Close, Coronation Estate, W-S-M, 
Avon BS23 4RE. 


Wanted 

AD&D books, DMG, PH, MM, MMII, 
DDG, FF. Fair condition. Contact: 
Adam Tavner, 3 Bisdee Road, Hutton, 
W-S-M, Avon. 


Dire Deeds Aware... 

Knight seeks to purchase chainmail 
armour. Any information leading to 
purchase gladly accepted with thanks. 
Contact: Sir Neil of Aylestone, 

211 Duncan Road, Leicester LE2 8EJ, or 
phone: (0533) 834212 between 6-7pm 
weekdays. Also wishes to meet 
Warhammer and Car Wars players in 
Leicester area for genuine combat. 


Wanted 
Secondhand edition of GDW’s Striker. 
Contact Linden on: Redditch 64579. 


Bromley/Croydon 

Two novice adventurers seek patient 
experienced adventurers to share 
some adventures and get us started in 
the Bromley/Croydon area. If you can 
help, please contact Sarah on: 

(01) 777 5353. 


“A splendid novel...so magnificenty realised! 


So = So gloriously alien! WOW!” 


ANNE McCAFFREY 


PAINS 
The distant world of Orthe is littered yt 
with the remnants of a spectacular past; a once 
great civilisation destroyed by its own advan- [frp 
ced technology. Determined to avoidasimilar \Y/ ¢ 
disaster, the survivors turned their backs on 
science for good; all except a tiny minority... 
Lynne de Lisle Christie is an envoy 
from Earth; her mission is to win the confi- 
dence of Orthe’s leaders. But she finds 
herself at the heart of a conflict that 
threatens total war....and her own 
destruction. 5 


“A spectacular 
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a 
BRING YOUR GAMES INTO ae als A 
THE THIRD DIMENSION NOW! Bssrpsossnsary 
Each room and passage complete with detailed ston 
worked dungeon walls and realistic flag-stoned floors. 
Hand-cast in resin, and carefully designed to comprise a 
re-usable modular dungeon system. For more details, 
plus FREE SAMPLE DUNGEON DOORWAY. Send SAE 
now to: TORCHLIGHT FANTASY PRODUCTS (Dept. W), 
23 CLIFFTOWN ROAD, SOUTHEND-ON-SEA, 
ESSEX SS1 1AB 
Ne SUMMER ’84 LIST OUT NOW ! 


ASSIST NIN IR NINNIORIITA 
“LOCAL STOCKISTS WARLORDS LEIGH ON SEA’ 
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WAR & PEACE 


8 Upper Orwell Street, 
IPSWICH 
SUFFOLK 
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IPSWICH 58356 
TUES-SAT 9.30-5.30 


Over 2,500 different games always 
in stock plus Fantasy & Wargame 
a miniatures. 


SWANSEA MODELS & HOBBIES 
Plymouth Street 
Swansea SA1 300 


Open Mon-Thurs & Sat 9.00-5.30 
Friday 9.00-6.00 


Games and Miniatures stocked 
Worldwide Mail Order Service 
a speciality 
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OTHERWORLD ARTIFACTS 
25mm Scale building accessories 


* NEW 2k 
SET 9: ‘Warrior’s Watchtower’ 
This set builds into a 15’’ high tower in 
authentic cast stone, with opening doorway 
and stairs in base. It can be used in 
a model setting or for Wargaming 
PRICE £13.00 including post & packing 
(Allow 28 days delivery) 
Fer more details of our range, send £1 
for illustrated catalogue to; 
OTHERWORLD ARTIFACTS, ‘Fables’, 
14 Elm Park Road, Havant, Hants. PO9 2AD= 
(Tel. Havant 483042) # 
Trade enquiries welcome 


Please mention White Dwarf when replying to advertisements 


DIORAMA’S IN 25mm FOR S 
FANTASY /WARGAMERS = 
Strictly ‘Limited Edition Castings’ 
AVAILABLE NOW < 


Each one assembles to yourowndesign .. A tavern scene, 
banquet set, well, fountains, dragon on treasure trove, heap 
of skeletons & goods, and now, the ‘Alchemists/Sorcerer’s 
Den’ with realistic stone/wood wall , fireplace, still magic 
circle-tables, anda range of hand cast accessories to position 
as you wish. A library extension is made with matching wall 
windows & seat, the stone floor has a trapdoor. With the 
shelving comes a range of books & scrolls for you to locate. 

Our range is increasing, thanks to your help and to advice 
from some of the most experienced dungeon/games-masters 
we have had the good fortune to meet. 
Price list available, please send 50p 

Telephone: 01-755 1684 
Jim Dendy, The Shot Tower Studio, 38 Mill Farm Crescent, 
Hounslow, Middlesex 


I'MAN AVID FAN OF ROLE-PLAYING GAMES, ~ 
WARGAMES, AND LOW-LEVEL CHARACTERS 
(WELL COOKED) 


$0160 TO STRATESEOH. 


LEAYS 
~V~ WHERE I'VE ALSO DISCOVERED AN AMAZING 
RAIRANGE OF MINIATURES Ay 
13 Rue Poirier de Narcay 
75014 Paris 
Tel: 545.45.87 
—Vietro pte D'ORLEANS 


RITZ TOYS 
100 Queensmere 
Slough, Berks. 
Telephone: 753 0678 


Open Mon-Sat 9.00-5.30 


Large selection of D&D, RuneQuest, 
Tunnels & Trolls, Traveller, Citadel 
Miniatures, Boxed Fantasy & 
Science Fiction Games 
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10 Skerry Hill 
Mansfield, Notts 


Open Monday 1pm-6pm 
Wednesday 2pm-7pm 
Remainder 10am-6pm 

Stockist of Citadel, Asgard, 


Essex Miniatures; Torchlight 
and Gallia products and more 
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GAMES 
PEOPLE 
PLAY 


The gamers games shop. 


We dowt cbuin lo have every game & figure iu he 
unuvewe but gull be suepused just haw much we have, 


WE CARRY ALL MAJOR AND MOST MINOR ROLE-PLAYING SYSTEMS WITH A FULL 
SUPPORTING CAST OF SCENARIOS AND BASIC-UP MATERIAL, 


WE STOCK ALMOST EVERY CONFLICT BOARDGAME CURRENTLY AVAILABLE IN THE 
UK. OUR 2nd HAND GAMES SECTION OFFERS OUT OF PRINT GAMES. 


WE OFFER AN EXTENSIVE CHOICE OF HISTORICAL AND FANTASY FIGURES BY: 
ASGARD, CHRONICLE, CITADEL, DENIZEN, CORVUS, ESSEX, GRENADIER AND OTHERS. 


IN 15mm YOU’LL FIND JACOBITE AND TABLETOP FANTASY, SF AND HISTORICAL MODELS. 


PLUS OT SPACESHIPS AND GROUND VEHICLES, SKYTREX 1/300 MODERN. 


ALL THIS WITH A FULL LOGISTIC SUPPORT OF ACRYLIC AND ENAMEL PAINTS, 50 PLUS 
DIFFERENT RULES SETS, 25 PLUS DIFFERENT MAGAZINE TITLES, DICE, GALLIA 
BUILDINGS, INTEGRAL TERRAIN, TORCHLIGHT DUNGEONS AND 


OPEN 11.00-5.30, LATE NIGHT THURSDAY 7.30, SATURDAY 10.00-6.00. CLOSED SUNDAYS. 


6 Welpgron Tevet | Wellington Terrace, Bayswater Rd., 
Notting Hill Gate Bayswater Road 
Notting Hill Gate, London W2 


Kensington Church St, Kensington Palace 


a pa Tel: 01-727-9275 


Tube: Notting Hill Gate (200yds) 
Circle, Central and District lines MAI i: ORDE R WE LCOME 
Buses: A2, 12, 38,91, 27, 62, 524,68 BARCLAYCARD & ACCESS ACCEPTED 
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ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS — 


Come to Esdevium Games and see the best 
display of games in the country. 
Open 5 days a week (closed all day Wednesday). 
Fastest telephone mail order service. 


Some of our special lines 


RAGNAROK ENTERPRISES. As their UK agents we now stock all their products... 

The new RPG system, justly praised for emphasis on role-playing development and 
realistic world design. For more experienced gamers... 

YSGARTH RULE SYSTEM: Set of 6 books: Fantasy Character, Battlecraft, Arts Arcane, 
Holy Orders, Fantasy World, Last Song of Hergest (Adv): 

SUPPLEMENTS: (Wine of the Moon, Creatures Fair and Fell) . 

YRS RECORD SHEETS: 

BOXED YSGARTH: (Rules set, Char Sheets, 3 Suppl) 

MINI-SYSTEMS: Ideal for any FRP system. 1: WERES 95p; 2: 

RAGNAROK have produced three series of adventures/scenarios suitable for YRS or 
D&D. All self-contained at budget prices. 

YSGARTH ADVENTURES: on the low-entropy world of Ysgarth 3: Baelnok and 

4: Cynfeln each £1.20 
JAHANNAM/WYRDW: E n background to 
the Middle East of the Middle Ages. 1-5 each £1.50; 6, 7 £1.20 each. 
UTTGART: Set on this high entropy world 3 titles each £1.20 
ABYSS: is one of the leading small US ‘zines. Iss 15-28 .. £1.20 each 
EIGHT ADVENTURES FROM THE ABYSS 


THE DRAGON TREE 
Especially for all DMs who want to make their adventures interesting and intelligent. 
HANDBOOK OF TRAPS & TRICKS: Over 100 ready-to-play traps & tricks of a wide 
variety and type of complexity 


DRAGON TREE SPELL BOOK: Some 225 spells, zero to 10th levels, wide in range 


BOOK OF ARTIFACTS: 200+ treasure/artifacts with users, use, misuse, prices 
powers and occurrence 

MONSTER FILE Vol 1: Let your players see the beast 

AMAZON MUTUAL & DESERT PLOTS: new adventures and scenarios 


These are just some of our games. Our ESDEVIUM GAMES (8W) 

catalogue contains details of virtually all 185 Victoria Road, Aldershot, 

games available in the UK. Send 16p in Hants GU11 1JU 

stamps & 17p SAE (overseas 4 IRC) for a Tel: Aldershot 311443 

copy (free with orders over £5). (Shop hours) 

Farnham 7222639 (other times) 

NO POSTAGE ON MANY GAMES FOR 
REGULAR CUSTOMERS. 


Telephone Order with ACCESS 
Payment in £ Sterling please. 


161 Linthorpe Road, 
Middlesbrough, Cleveland, 
Tel:(0642) 247553 
We stock: 
DUNGEONS & DRAGONS, 
RUNEQUEST, TRAVELLER, 
TUNNELS & TROLLS ETC. 


AVALON HILL - FULL RANGE 
SOFTWARE - SPECTRUM, CBM64, 
VIC 20, BBC. 


MAIL ORDER ACCEPTED 
OPEN MON - SAT 9.30am - 5.30pm 


BOOKMARK 


Mid-Beds and North Herts centre for 
role-playing games, Citadel miniatures 
and fantasy books. 


% MAIL ORDER SERVICE * 
NOW AVAILABLE 
Orders over £10 Post Free. Please add 
75p fer Post & Packing on lower orders 
Send SAE for complete list. 


We are open Mon-Sat 9.00-5.30 
32 High Street, Biggleswade, Beds 
Tel: 0767 312662 
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105 COWLEY ROAD, OXFORD 
TEL: (0865) 721348 


25mm fantasy 
NEW RELEASES 


FA38 Adventuress .... 30p 

FA39 Goblin with sword, in 
scale Armour 35p 

LEGION OF THE DAMNED 

FA40 (Illustrated) Mounted 
Warlord 


p&p: up to £2.50: 25p 
over £2.50: add 10% 
SAE for fully illustrated list 


DENIZEN MINIATURES 
4a Powis Square, Brighton, 
Sussex, BN1 3HH 


CLYDE MODELS 
Glasgow’s City Centre games, 
comics and model emporium! 


Find us at 44 Candleriggs, Glasgow G17 1LE. 
Open Monday to Saturday 9.30-5.15 


We stock allthat’s best in games, 
comics and models 
Special offers weekly 
We stock all Citadel plus much more 


Visit us now for your local Dose of Friendly Abuse!! 
Hellow Mum 


GREEN MACHINE GAMES 


19 EAST STREET 
TOWER HAMLETS 
DOVER , KENT. 


THE WARGAMES STALL 
INDOOR MARKET 
20 ST. PETERS STREET 
TEL: 0304-203372 CANTERBURY 
Mon-Fri: 9-5.30 TEL: 0227-68844 
Sat: 9-5 Mon-Fri: 10-5 
Sat: 9.30-5.30 


Stockists of most Roleplaying, Wargame, 
Fantasy and Sci-Fi Games. 
Also Fantasy and Sci-Fi posters in stock. 


a. yl AVAILABLE IN YOUR 
LOCAL GAMES STORE 
WOW! 
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